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THE ZZAP! MEGA-TAPE 2 

FEATURING PLAYABLE DEMOS OF 
CYBERNQID 2 AND HAWKEYE 


if your free ZZAP! 
Mega cassette isn't here, 
have discourses with your 
newsagent, OK? 
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Enter the 1983 Olympic Challenge with Daley 
Thompson as you 'work out' in the gym, where 
your efforts will directly affect your performance i rr 
the competition itself - another first from Ocean, 
Ten Olympic events include Long Jump, 
Shotput. High Jump. 100m Sprint, 400m, 110m 
Hurdles, Discus, Pole Vault. Javelin and 1500m, 
You will need all your skills to build on what you 
hope was, an impressive work-out, and. as is 
necessary for all top flight athletes, your judgement 
to select the most effective equipment for each 
event is now vital - a decision which can win or 



lose you a place on the podium. 
This isn't just another sports 
simulation, this is a Daley 
Thompson 'event' where all his 


talent and humour burst through 
to make a thrill ing and enter- 



ifip- taining game play for all the 
family. Go for the Olympic Ohalleng 


e! 






SPECTRUM SPECTRUM ATARI ST 

C9.95 14.95 19.95 

CASSETTE DISK 


Also available for your Amiga 
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32 pages of reviews and previews of 1 6-bit mega-games and just a dash of technical info for 
prospective buyers. 
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THE DEF GUIDE TO SHOOT 

The best blasts from the past. 


EM UPS 


'REGULAR?' 'YES, THANK YOU 
DOCTOR* 


□ EDITORIAL 

Happiness is a cigar called Houghton, 


THE WORD 

THE word . , . ? There's loads of them! All 
about industry events. Oh r and IQ thingsyou 
didn't know about the eternal endomorph, 
Gordon Houghton. 



CLASSIC COMPUTER 
COCK-UPS 


Mej Croucher inaugurates hjs new series in 
which he brings you comedy, tragedy, horror 
and farce (it says here). 


ZZAP! RRAP 

Mr Mangram is moved by your missives, and 
indulges in more than hisfarrshare of laugh- 
ter, On - and there's a pilchard in those 
pages . . , 



PC'S TIPS 


12 pages of hacking wonderments, this 
month starring a mega-map of Thalamus' 
DELTA. 


id WALKER'S WAY 

Ma rt i n Wal k er continu es h is car d id acco unt 
of h is programm in g expJ o its. And not a n ud e 
lady in sight! 


■1 OH NO! IT S THE 
CHALLENGE! 


Pau! operates on QUEDEX, but ends up 
going under the knife himself! 


120 


THE SCORELORD 
WAITS FOR GODOT 

A page of high scores ih which classic litera- 
ture is totally ignored 


127 


BUDGET BITS 

Which thrills are the cheapest - and why? 


ZZAP! BACK 


How life was lived and games were played 
back in Issue 1 8 (ie, when Paul still wore 
flares and Paisley ties]. 


144 


LOGON 

Jason Gold relates his torrid tales of life on 
the 'Net. 


146 


CHARTS FOR 
CHARTS' SAKE 


You, the readers, vote for the best games, 
vidsand sounds around. 


128 


RE-RELEASE ROUNDUP 

New prices for old games - the budget labels add some classics to their catalogues. 


132 


HAVING KNIGHTMARE5 


We take a look behind the gothic cave-type scene* on Anglia TV's tea-time RPG show. 
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PREVIEW PAGES 


Maff checks out some upcoming releases in 
the col lecti ve forms of TH LJ N D£ R B LADE a nd 
ARCADE WIZZARD from US Gold, BATTLE 
ISLAND from Novagen and MfCROSOCCER 
from Microprose. 
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Logotron's gorgeous DEFENDER variant leaves us reeling t 


102 


VIRUS 

The co-author of ELITE turns up trumps in Firebird's 3D extravaganza! 


LA CREME ET LES CRAQUERS 


UJ CYBERNOID 2 

We liked Hewson's game so much, we put it on the cover! 


SIZE UP THE COMPETITIONS 


MAKE MINE AN 
EMLYN COMP 

Wander lonely as an ex-footballer and win a 
signed football and a pair of fab Hi-Tec train- 
ers from Audiogenic, 


SPIT IN MY EYE, 
TRA LA COMP 

If alternative comedy script-writing is your 
fort£ r you could win a FJuckand Law puppet 
of yourself, courtesy of Domark. 


armalyte 

em ups don't come much more polished than this Gold Medal winnerfrom Thalamus. 


EMLYN HUGHES INTERNATIONAL SOCCER 

Audiogenic 5 superb action football game would drive even the sanest horse craty 
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“HARWOODS 

I * Buy a Bundle 

I Caup a Bundle * 


ACTION PACK 1 



HARWOODS 

HOMBRE" 

■'Vway:, hfli rln? 
mark r,r qua hi v 
price 


A l our Amiga A50G machines contain the j’oIIci-a- in-g standard leatures 

• 1 MEG DISK DRIVE •STEREO SOUND *40^6 COLOURS 

• MULTI-TASKING • RUtCHN SPEECH SYNTHESIS •MOUSE 

• TWO MANUALS •operation SYSTEM DISK 

AS WELL AS AN AMIGA A5QO OUR GREAT 
GAMES PACK ALSO INCLUDES THE 
FOLLOWING ABSOLUTELY FREEH? 

• Interceptor • Goldrunner • Karate Kid II • Leatherneck 

• T.V Modulator • Mouse Mat • Amiga Tutorial Disk 

• SO Blank Disks in plastic library case 


AFFORDABLE 



ORDERING ?r 


ACTION PACK 2 


MONITORS tSSC 


ORDER BY PHONE Simply ca I n-.r Hotline 
using ydur credit card 

ORDER BY POST Make cheques/PO s 
payable to Gordon Harwood Computers 

PAY AT YOUR BANK by Credit Transfer 

FREE POSTAGE All goods UK manlanddr 
just add L5 per item lor necxt working day 
courier delivery 

OFFICIAL Local Government. Medical and 
PLC orders wd corned 

EXPORT Ft BFPQ orders a speciality 

(Deduct 10% from VAT inclusive prices) 


CIT Q\//r % P Compare 
OC/1 V/\j£Z our Service 


• FULL 3 2 MONTH WARRANTY - it soy SpCKfc 
rsrove to t>e laulty wfltnn 30 days ot purchase tbev 
will bd replaced wtn A NEW UNIT For the 
remainder ot the Guarantee Period, all warranty 
rtit/dirSi w be made TREE OF CHARGE 

• COLLECTION FACILITY - Any laulty computer 
Or morntur vu be COlteaea <rom vrXrr home F R£ T 
OF CHARGE within live Guarantee Penodlf 


CREDIT TERMS 

UCENS£D cm OR tiHQKih 




12-36 Month HP Terms Available subject 
to siatus. PLEASE ASK FOR WRITTEN 
DETAILS TODAY 


GAMES & MONITOR PA CK 

AMIGA A500 (Pack 1) supplied with 
CBM 1064 COLOUR MONITOR 

f 'N 8 This pack does not include a MddviaiOrf 

MONITOR MADNESS 



Connects to A MIGA and others, with 
our FREE lead. 

• Stand available •Tilting facility 

• Philips monitor Las green screen 
switch and stereo sound 

COMMODORE 1084 . 

monitor £229 f 

PHILIPS CM 8833 - 

MONITOR £269 f 


MISCELLANEOUS 


CITIZEN/COMMODORE 

12QD PRINTER £148.00 

QKIMATE 20 

COLOUR PRINTER £149.95 


NEW 1 MEG 

SWITCH ABLE DRIVE £99,95 

10-3W DS/DD BLANK 
DISKS in FREE Plastic ONLY 

Library Ca.se with Labels £12,95 

Call for quant ily discounts 



24HR S 0773 836781 ^ 

GORDOH 
HARWOOD 
HARWOOD 

HARWOOD 
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HELLO, 
GOODBYE 


£t J s ail change this month as we 
bid farewell to the old and 
welcome the new. 2ZAP\ 43 
marks the advent of a new stage 
for the magazine - no doubt 
you've already noticed the slight 
alteration to the name. 
However, even though the 
name's changed, the content of 
ZZAPI remainsthe same: still the 
best selling Commodore 
magazine around, and now even 
bigger to accomodate the 
Amiga. Cor blimey, guv'nor, spit 
in my eye, etc, etc 
5o what happened to that 
ca ssette iast month 7 We l b for the 
f u II story, tu rn to page 8, an d th e 
Word - there are legal reasons 
involved I The rest ot the news 
this month is a bit more normal I 
W'e bid a fond fa reweli to G lenys 
Powell, who has now gone to live 
and work i n 8 rig hton (I ots of n i ce 
pebbly beaches there): our 
cuddly results page is row less 
cuddly for her loss, and there 
aren't half as many teddy bears 
around the office. Oh well , , , 
Taking her place as Editorial 
Assistant (Ee, the person who 
does all the hard work) is Vivien 
Vickress - 1 hope you don't all 
write to her to complain! 

On an even happier note, our 
reviewing team is now 
complete! Say welcome, if you 
will, to Kati Hamza, who has 
come over from our sister 
magazine, CRASH, to be our 
Assistant Editor and reviewer 
{a mo n gst ot he r th i n gs ) , sh e I i kes 
to describe herself as a 
scatterbrained, fastidious, 
madcap kinda gal who likes 
nothing better than wiping her 
nose on other people's sleeves 


She wears heavy-duty boot-ettes 
and on off days sports raggedy 
Smiths and Suzanne Vega T- 
shjrtSj accompanied by an 
occasional brace or two. 
Normally she dresses like a sane 
humanoid - but then, ZZAP! is 
never normal, is it? She a got a 
brain the size of a planet [and 
Ma rvi n r s te m pera men t to 
match), having got a degree in 
English from the dreaming spires 
of Oxford. We won't hold it 
against her - since, she'll 
probably punch us all inthegob. 

This month's mag boasts five 
features, including a HUGE 
Am iga se cti on , a new advent u re r 
(Chuck Vomit - a violently 
offensive Troll), another round 
up of rereleases, a Def Guide to 
Shoot 'em ups and a feature on 
the new Anglia TV Knightmare 
series. If that isn't enough, we've 
also reviewed over 50 games! 
Sorryto all those who are missing 
fVfamoeuvres, but we just didn't 
have the space. 

Till next month then, and an 
absolutely MEGA Christmas 
special, ta-rar. Oh and I hope 
you like the new editorial page, 
showing slices of low-life in the 
Towers this month. Well - it’s 
different, isn't it? 


A is it GrouehO Mura or Deputy 

Dartg? (Mvsrwwuittwr 

meatball and shall ^ Y&* 








Gordon Houghton 


4 No hiding under a bushel ferities* spring chick arts of the software 
industry. [Paul s outfit - £45, SmaM Mon al CM) 
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At RON SOM (Amiga) 
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BEYOND THE <CE PALACE (Amiga! 

BIONIC COMMANDO (Amiga) 
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CYBERNOID 2 (St 
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EMLYN HUGHES INTERNATIONAL SOCCER 
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4X4 OFF-HDAD RACING 
FOXJC FIGHTS BACK 27 

GAUNTLET i 2 fl 
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INTENSITY i tJ 

KFtAKOUT 12 B 


METROCBOSS UA 

MISSION GENCKJPi i 27 
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PINK PANTHER 

ROWERPLAY (Amiga) 75 
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RED STORM RISING 15 
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SCRAi 04.E DE LUKE (Amiga) 92 
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SKY CHASE (Amiga) ^ 

SOLDIER OF FORTUNE t£ 
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FIVE COIN-OPS 
IN THE FOUNTAIN 

OK r OK -so it's a bit of a strained title, but we don't 
have ALL day to write these things, you know* Anyway, 
the point is, if you' If keep quiet for just one minute* 
Mediagenic have just announced the signing of 
licenses for five SEGA coin-ops* due for release next 
year. These are as follows (in no particular order just 
like Kati's brain) dot dot dot 


PSYGNOSIS 

DENNIS? 

Everything has to be labelled these 
days: E numbers, baked bean tins, 
school uniforms - oh yeah, and 
computer games. Psygnosrs have 
brought out another game for the 
Amiga. Called Menace it's written by 
David Jones and it looks pretty 
darned impressive from what we've 
seen. 

Six of the most feared rulers ever 
have ravaged and plundered 
countless worlds to create their own 
p-retty nasty planet. Dratonia. A 
single approaching fighter craft 
could slip through its defence 
systems undetected where a whole 
fleet would be annihilated . * And 
guess who's got the job? 


NO SEXISM 
PLEASE, 
WE’RE 

AUDIOGENIC 



Sensing the rise of sexism in 
computer software, those crucial 
Harrovians, Audiogenic, have 
decided to put a slop to it all. They 
0 re cu Trent ly u ndergo in g re sea rc h to 
find out just what girls want from 
games - Peter Calver explained that 
they would be bearing in mind the 
fact that ' girls are more mature and 
more intelligent than boys of the 
same age' {quite right too - Katij. 
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GENIUS II? 

Though still incorporating the addic- 
tive questi cm and a ns wer f o r mat, th e 
second Domark version of Trivial 
Pursuit, Genus If -due out soon - has 
taken a different path from the first. 
An 'enthralling’ new game called A 
New Beginning has been assembled, 
and wifi take you through many 
Galaxies {yum yum - Gordo) in a bid 
to reach tne planet of Genus II ft all 
basically involves buying rockets, col- 
lecting luxury household items 
answering questions - just like that 
programme with Leslie Crovvthc-ron 
it* m fart. 

What d'you mean, as that it? And 
what d'you mean, where's the 
screenshot? Leave us a tone, Will you 
- we've been having a bad lime 
recently. f ft Jj 


EAT RAW 
STEAK FOR 
BREAKFAST, 
ETC 



We bet you'll think that a title lake 
that is irrelevant for vi piece or: joys- 
ticks. Well -you'd be right However* 
this is a particularly tough V rough 
kinda joystick* known only to its 
friends as the Replay Mkroblaster. 
5a macho is it that it's got B micro 
switches, it's red and black and it's 
got non -si ip rubber feet (just like 
Gordon}. A l.4m cable ease* g.imep- 
laying for those of you with incredi- 
bly short arms, and a steel shaft is 
provided for those who are into steel 
shafts (know wharra mean* 'Arry?) 
If you're keen on the picture ypg sbe 
above, pay £12.95 withal) due speed 
Oh, by the way* Z3AP!'s doing a 
special Christmas hardware round 
up next month* which m eludes a 
review of fave joystick; (amongst 
other thingies) - so keep your »?ves 
and bananas peeled for that* QK? 


Altered Beast has players teaming 
up to punch, kick and jump over 'a 
bizarre assortment of mea ores' fie, 
the ZZAP! team). Each player's 
character matures or alters as score 
increases* turning from a normal. 
PG- sized human nto a super-beast 


somewhat reminiscent of Gordon 
after a heavy do ugh nut- session, 

Galaxy Force is one of those 
Afterburner- 1 ike speed machines 
that will have you gasping* panting, 
and anything else that makes you 
excited. It's set in the depths of 
space, which is a pretty nasty place 
full of yer usual obstacles I ike molten 
lava (a cinch), raging fire fields 
(eeeasy) and meteorite storms (go 
home!}. Keep your eyes peeled and 
your nose clean for further news as 
and when. 

Hot Rod is not so much a patented 
arousal device as a race game 
featuring 30 driving scenarios. Fuel, 


money, engine trouble and stray 
dogs (no, only kidding, ha ha 

are the basic ingredients for 
this sports sim soup. Pick up a ladle 
and taste if* baby, when it grooves 
on down to your hip local software 
boutique. 


Some Boom puts you in the cockpit 
of a deadl y jet f i ghter as yo u blow u p 
just about everything in sight {are 
there any balloons in this game 7 or 
tyres? or inflatable sea-horses 7 Mo 7 
Well what else could we blow up?) 
and tackle a huuuge endof-level 
aircraft carrier thingy. 

Ace Attacker is a volleyball 
simulation and ... er . . . well, it 
simulates volleyball* doesn't it? 
Moves such as opens, quicks, pack- 
attacks and feints are available to 
you (aren't you the lucky one?) and, 
well - that's it, really. Look, go and 
read another news piece, will you 7 



4 Will Mgdipgemc's conversion match Ihe quality of the 


original Soga coimop? 











Btockpod PLEASURE 


Oh God! There's a huge, blubbery lard-ass coming this 
way! Aaaaaargh! Oh no - it's OK - it's only ZZAP!‘s sheep- 
hiving, half-human answer to the Etc butter mountain, 
Gordon Don t call me fat or I’ll kill you r Houghton, But Is 
there a man behind the cliche? Is there a sensitive, caring 
human being beneath those rippling rolls of reconstituted 
pork ? Does this obese, suety human pudding have a story 7 
WelL no -but listed below are 10 facts (all true) which our 
crack team managed to uncover about him before beinq 
crushed to death. 3 

He was the model for the E wok village. 

fruit <S h ° bbieS indud<f col ^'ng china thimbles, silk flowers and wax 

Gordon s father was a barrage balloon in the Second World War 

* He s fat 

T l well upholstered Behemoth almost completed a VTS course as a 

sheep, but was expelled for ravaging a sheepdog. 

* He rs happiest when at home with Rasher, Gammon and Oyster, his pet 
pjgs. 

£ Five things that Gordon has been mistaken for; Australia; the Queen; 
an Editor; Bobby Charlton; Raul Glancey. 

* His most vicious act was to kidnap and skin alive Paul's dog, Banana 

ovejwejght freak s average meal includes three 
chickens, lfltb of chips, 231b of assorted vegetables and a gallon of gravy 
- all washed down by six gallons of beer! y ¥ 

* Three of his ambitions: to be God; to host Blue Peter like his hero John 
Woances; to grow gills and become a pilchard 


MUNCHORAMA 
GOES 3D 


Those ever so cuddly people and 
dem.gods at Grandsfam have just 
announced that they're going to 
convert that fab r n r brill 3D arcade 
game, Pae-Mania for the 64 and 
Amiga. Oooooh 1 In this modern 
adaptation of the classic, addictive, 
iifteresnng, etc, etc original, our 
ytllow-g lobule friend, Pac, faces the 
* ha- tenges of Block Town, Pat Man's 
bark, Sandbox Land and JungJv 
Steps. 

Of course those nasty horrid 
ghost i es Slinky, pinky, Inky and 
Clyde are out to skin him alive but 
you wouldn't let them do that now, 


would 


you 7 Interested Pac- Man 


1 “ !>«' "Iiuioicu 

rescuers should pay £13,95 for the 
Amiga version in mid-October or 
£9,95 (£ 1 1.95) for the 64 version, due 
out mjd-Nouembter, 


BLOOD ON THE 64! 


it's about exploration, 

communication and ultimate 
survival - it's a hard galaxy outthere 
and only rough V tough applicants 
need apply. What are we talking 
about? Captain Shod from 

Infogra m£$. coming soon for the 64 
(£9.95, £14.95) and Amiga (£24,95), 


If it's anything like the ST version it 
should be n retty i m pressi ve - 1 here's 
a brilirant Jean-Miche! Jarre 
soundtrack and some fantastic 
vector grafix, The only reservation 
we have is against the variety - the 
onfy thing that we found fa 
with the Amiga's rival . . 


lacking 


ACCOLADE’S CHRISTMAS 
CRACKERS 


10 THINGS YOU DIDN’T 
KNOW ABOUT 
GORDON HOUGHTON 


Well, wouldn't you credit it 7 four 
re-Christmas sports simulations 
ave just been announced by those 
masters of sims, Accolade Serve and 

Vottey (pictured — ^ } is an action/ 
strategy tennis simulation that 
emphasises correct ball placement, 
timing and stroke selectron. It 
features a revolutionary new 
system: 'strobe-o- strobe' (what?) 
graphics which make the action 
st- am very realistic Rack 'em ('ere, 
no ( missus, etc) is no ordinary 
snooker ssrn it also allows you to 
design your own games complete 
with their own rules! Cor! 

Alternatively, you could pick up 
Fat r Break - ; h e fi rst f u 1 1 court th ree- | 


on-lhree basketball game for one or 
two payers or T.K.O an arcade 
style, split-screen boxing game 
featuring large graphics and first- 
persoo perspective. Alt in all, it looks 
like it’s go«ng to be a happy 
Christmas for sports sim fans . . , 


ZZAP! 64 November 198B 9 






WHO’S THAT 
GIRL? 


For tho&e of you who are into 
wearing kinky dragon outfits and 
rescuing bimbos in distress Code 
Masters have an upcoming game 
caliec Super Oregon Slayer (yea, 
verily and torso otn, we could find 
the word Simt/tetor nowhere in 
sight). Does the prince have enough 
balls to s jay the dragon? 1$ he playing 
the standard or expert version? Are 
you going to pay £4.99 for it now 
that ft's out on the shelves? Or will 
you wait for the ZZAP f review? Tune 
in next month 




THE 64 VIRUS 


All right, we're sick people if that 
title made you think that there's a 64 
virus going around, We're sick, and 
we're ashamed about ft; We W< 

do it again, honest. Anyway, the 
point is, those brain surgeons at 
Tri log i c have co m e u p with an everso 
nice cartridge which enables you to 
quickly see if there is a problem with 
your 64 and identify which of the 


major chips 
As if this isn 
test every key 
joystick parts, 


canaUo 


cartridge ports and up to ten million 
other things (approximately), it costs 
£1B.99,and interested parties should 
contact the Bradford company on 
0274-6911 IS 






SMARTER 
THAN THE 
AVERAGE 
SOFTWARE 


ULLl 


A II right -we know Yogi Beat's been 
out fora while on budget now -but 
this piece of news isn’t entirely about 
that, OK? It's more about Alterna- 
tive, really - they're now making 
claims to be the most successful soft- 
ware house this summer which, if 
it's true, just goes to show that 
budget software is definitely taking 
over at last. 

Anyway, the stuff youce probably 
more interested in is that a) Yogi 
Bear got 61% in Issue 32 a n d b) there 
are a couple more games coming 
from Alternative These are BMX 
Ninja and Endzone neither of 
which we've had for review (sob). 
Budget houses hardly ever send out 
games to anyone these days (sniff), 
so we can't tePI you what we chink of 
them, can we (sob, sob)? Oh well, 
back to slaving over a hot word pro- 
cessor, 


ECTOAND 


MORPH frrfMaft 


OH fcffStl &oEK> IjOVT 
W- WCKDS,'9H? 

eL 'E&b WHPTT ''WtFbCfSE. 'S Sfcinitr XNbHeU Ctuto gfc 
'TfeRwDowNee.oFfs. SWcN€D CaKTVIMMftCK 1 . (j£H?hvEMdO 
VMSWSi *J K ButJb T* 16 l*,in^TbTHfe uSurh. IWCteiSW 


m 

TIME FOR 
A TUNNEL? 

We het you thought you were going to get away with playing last 
month's cassette without instructions - well, you were wrong! There 
wasn't time (crap puns Inc) to put them in last issue, so here they are 
now, reprinted from Issue 12 of ZZAP1 {Hurrah!) 

a •• ghtiung b«t yn b# f ,r*d when 1*mg Mt or -nght 
howEvervfte-GriDme has a protwmas he 0*1 ofltycarry 
or* obfrfl al a Hme but don't despair Gnome Has a 
doset' thisun be entered by Siding dwn eh* Fire 
huttiyi 'or a tewsKonds. An nd|«t tan then be 
dropped there * 0 r retrieval later n the game, bul 
unfortunate^ only eight items am be l*fi m the closet 
atcnoe The dose: can be ;a-*c jp.il any tune, no 
tfijfffcer wtiert CMmf js in history 
Once you have (he tim* mathine fully operational, 
th* amreirtureproper tan beg m 11** araifreen varied 
and vary rf’fferEnrt periods ol time te bs visited eoht 
iFyoti intrude iheprewnt The seven tiniricir.es ere the 
Slone Age (5,600 W Maral K), 

Mythologies Gmetr IK9CI. Colonial Salem (sM2). 
California Gold fiudn (1840), Mrrgaiictic Saateihip 
G456J and finally The Stack Hide Tlv various 

i«atiOfflrfl each- perioc 'Flick ' when moving from one 
to the Esfnei 

The* are many objects vnthm each time tee*; but 
the olartr must sort cot the wheat from the chaff 
before be<ng thk to SOtw ft* puzzles The *rt is just 
purededurtior well, it would t* too MurOthtrww, 
wOiadn't It? 


Ajyou rr, ght have guessed, f/m Timmi 'n ali about 
tra/relling through time Bid did you guess that it's an 
|r£ade adventure starring a q name ? No? Well vtrtill on 
d*ver (Jogs, beaitse- it Is. Anyway, playing tea-tGmyw 
you must iwinzer the parlj nf a map which when 
assembled, explain how he ran become Crone It-iiy 
Thepitto *■* rtanereittHnaughoiil history, so quite a 
bit of travelling needs to b< due* Wore the task is 
completed. 

T 0 r* cover the ni.j a you havetosalvEsevorvlorturotu: 
puiilwwirhiiMhf q.mi* for* in e«h time lonel Th«e 
puzElesare completed by using thev*r>cus q0|«c(s 
found in different tines. Quite a few of the panle- 
solvrng item) need tp be (At ft from one period ol 
histor/tb another bsfo>e a pioblem can br sohed- 
Oiiiie 9 he% usft, 

The game commeriCWiiiiithi th» tnome ralapng m his 
living r:un in ijuinme Manvon. Starting From Ihfr* you 
mini first grt thetine madvineoperat-cnal befflf*you 
are aMe to »amiH off through trine The Gnome is 
Dample'ety jnystidc cemtrolled anScan Btocmphih 
Oiide a few action, de-oendir^ on the situation he's in 
□hjeots cjn t* pldted vp, dragped. set in motion or 
moved f he'jstarmurgnea^ttienfi^diBorc.l'fttetc) Also 
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KATAKIS? 
WHAT KATAKIS? 


ZZAP! MEGATAPE 
CYBERNOID 2 
AND HAWKEYE 


** fe + el ' n9 up, surprised, amazed, 

f m bberg.Tsteti q r annoyed because last month's cover 
cassette, billed as Katakis, turned out to be Time Tun- 
nel, here s the explanation. 

iKatak/s was a horizontally scrolling shoot 'em up very 
much in t he f -Type mould, In fact Activision, who hold 
the license from Irem to produce the official ff-Tvop 
conversion (due for release later this year), thought it 
s ° R r Vpe thflt they had a case forlegal 

action. US Gold agreed to halt publication not only of 
K a T3kis Itself butof all promotional material connected 
with the game, 

ZZAP! had just gone to press. Cover and reviews had 
.>ee! i pnntecT the Katakis tapes had been duplicated 
but the magazine hadn't been distributed vet The 

V !? S clasS ' fied as promotional material, 
and US Gold had agreed to withdraw all promotional 
material - this meant we were legally obliged to 
remove the cassette from the cover. In fact, all versions 
or Katakis have now been withdrawn - so you won t 
see it on the shelves, either! 

As for ZZAP! Issue 42, US Gold stepped in at the last 
minute with an a ternative cassette which turned out 
to be Time Tonne/. In the resulting confusion, we were 
given to understand that this was a previously un re- 
leased game - in fact, it had been reviewed in Issue 12 
and gained an overall rating of 43%. 

As the magazines had been printed, there was no 
time to include instructions or any form of explanation, 
dve magazine had already been delayed several days 
d Lie to duplication of the alternative cassettes any 

ZZApf r d€ j ? V Sr,d V ° U P robab| y wouldn't have got 




ror SLoedLiEjng reasons, this month's promised tape - 
the Gold Medal winning Armalyte - has been removed ■ 
but then, who can complain when there's a level of the 
^zzle grated Cybernotd 2 and a stage from the Gold 
Medal rated Hawkeys instead? 

We d like to apologise to all our readers for all the 
inconvenience caused by the mix-up - it was a situation 
that was very much out of our hands. To help you make 
the best of Time Tunnel we've included the instructions 
on this page. Er * , . and that's it, really. 



ZZAP! MEGATAPE 


CYBERNOID 2 AND HAWKEYE 



To try and make up for the disappointment of fasi 
month a cassette Jand you weren't the only dlsap- 
poHTted ones, brieve usJ), we've got a playable level of 
one of this Issue s SrzzJers, Cybemokf 2 and the Gold 
Msdal-raled Hawkeys on wre cassette - beat thal! A 
level each from two Of the bast psmea you'll see this 
year - and it only cost you 25p m orel (mumble, mumble) 
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Spectrum cassette £8/99 
Commodore 64 cassette £9.99, disc £12.99 
Amstrad cassette £8.99 f disc £14.99 


For m3 if order please send your order and remittance (cheques 
payable to British Telecom pic or direct debit from Access! Visa 
card by stating card number and expiry date) to: The Marketing 
Department Telecomsoft, First Floor, 64-76 New Oxford Street 
London WCIA IPS. 

Tetecomsoft, First Floor, 64-76 New Oxford St London WCIA IPS. 

Firebird and Firebird Logo are trademarks o f British Yeiec cum m u nfc* i PLC. 


A LEGEND IN GAMES SOFTWARE 


■ 


IT’S AMAZING 
WHAT A REAL 
COMPUTER 
GAME 
CAN DO. 





RED STORM RISING 

Microprose, £1 4.95 cassette, £19.95 disk 



A ssume for a moment that 
the unthinkable has hap- 
pened - the Russian Polit- 
buro has decided to go for world 
domination, in the world’s oceans 
nuclear submarines prowl the wat- 
ers, waiting for orders to release 
powerful nuclear warheads. 
Worse stilt - you're the captain of 
an American submarine . . 

You can select one of six sub- 
mersibles or leave it up to a higher 
authority to appoint one to you. 


You choose from tour skill options 
and ten missions ranging from 
practice sorties, through real con 
f rotations with Soviet task forces, 
aircraft carriers and vessels, to the 
ultimate encounter - World War 
Three. 

Mission orders follow, then 
you’re on your own. Sounding 
General Quarters brings up read- 
ings of your heading, depth, 
speed, rudder and diving planes 
status and a tactical display. 


Storm R Isl ng must be the ultimate vehicle for the 
H *1 rath0r e * tremi *t politics of MicroPros* games, but 
^ ^ leaving the moral isms aside, f have to admit it really 

6s a staggeringly deep game, f wasn’t surprised by 
th e excellent pac kaging, or by the superb on-screen 
presentation which comprises the usual enormous number of 
options and even descriptive animated sequences which add to 
the atmosphere - i wasn’t even surprised by the awful dirge of a 
soundtrack. I did miss the graphical action which other Micro* 
prose simulation ssport, though: no proper 3D graphics, just 
animated maps, charts and a periscope view which do thefr job 
very well but would, I feel, put off the casual simulation player, (t 

If" V* I£ ore ,nte ™ sted ih ^St-Paced strategy action than visual 
thrills, this game is definitely for you. 


This VDU shows RADAR and 
SONAR plots of the surrounding 
seaways, a$ well as periscope 
vie ws, a II of wh ich can ioom in and 
out. Keyboard controls call up 
statistics on sea conditions, 
weapons, acoustic readings 
which could rdentify nearby ves- 
sels and a computer database 
holding information on every milit- 
ary vessel you are likely to run into. 

in certain large-scale scenarios 
you can also revert to a map of the 
Norwegian Sea Theatre to see 
what effect your actions are having 
On the conflict.. The map shows 
both sides’ sea, land and air forces 


simulation com- 
plete with a toe- page manual 
and an incredible selection of 
keys. Phew! Even though I’m 
not the world’s greatest fan of 
submarine simulations, I can 
appreciate the obvious work 
and attention that's gone into 
this. It takes a lot of patience 
to reap the rewards, though, 
and you 1 1 only enjoy ft if you Ye 
got a really strategic mind and 
a head for some nerve-wrack- 
ing waiting around. What I 
cant appreciate, however, is 
the really nationalistic tone of 
the narrative and the jingoistic 
view of the East. I can’t really 
see how implications that the 
Russians deliberately kill 
foreign schoo f children for 
favourable publicity are in the 
least bit relevant to the game. 
In the light of giaanost, that's 
certainly something to con-* 
sider before you buy, 


■ — . ^ — — 

T Sit back and enjoy the graphics - if you con ignore the dubious 
politics. That is 



L religious radicals sabotage 

3 tege oil refinery complex at 
Nizhnevartovsk in Siberia. This 

SroJuSI- third of the nation's 

f^2? uctl0¥V capacity The Soviet Union 
nn«c S „«j° r5 crippling energy short- 

ages and an immobilized military. 



and even the military satellites 
whFGh are relaying the information. 

To go into all the game’s 
strategic subtleties would take 
several pages, so to gain real 
inside knowledge of how the prog* 
ram works you II just have to read 
the lengthy manual yourself? 



Cor blimey? There 
ain’t 'alf a lot to 
this game! Red 
Storm Rising is 
really complex 
with an incredible number of 
controls and options that have 
to be learnt To the casual 
strategist (like myself) it all 
seems a bit over the top. The 
way actions have to be carried 
out reminds me of role-playing 
board games, where you have 
to roll a die before doing any- 
thing, thus slowing things up a 
grtsf deal. Some of the Inter- 
missions depicting the situa- 
tion of your mission are very 
atmospheric, but screen after 
screen of diagrams and num- 
bers rather limits the sense of 
reality. Red Storm Rising isn’t a 
game to be taken lightly: each 
mission must be carefully 
planned and executed, thus 
putting it in the realm of 'har- 
dened strategist only' games. 


PRESENTATION 97% 

Superb throughout. Keyboard 
overlays, detailed manuals, 
excellent on-screen introduction 
and animated scene- setting 
sequences, 

GRAPHICS 77% 

Functional in the game itself, but 
excellent in the intermissions 
SOUND 35% 

Sombre title screen dirge and 
minimal submarine effects. 

HOOKABILJTY 74% 

Plethora of controls and visually 
uninspiring gameplay are some- 
what off-putting at first. 

LAST ABILITY 93% 

An enormous level of depth 
means there’s plenty to play for 

OVERALL 86% 

A simulation of enormous mag- 
nitude, but more suited to 
experienced simulator buffs 
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CYBERNOID II 

Hewscm, £9,95 cass, £14.95 disk 

•The brilliant, explosive and demanding sequel to Cyt>0maid Kilts the 64 


j emember the good old da} 

| Boy, were you hard. If there 
i was a board to sleep on you 
slept on the floor. If there was a 
glass, to drink from von smashed it 
up and drank your beer neat, 
straight off the ground. If the Fed- 
eration needed if, you swallowed a 
jar of tin tacks, lied a Rambo band 
around your head, leapt into the 
nearest Cybernoid and - no mes- 
sing about, no questions asked - 
you were off, 


V Weil, nobody said ft was easy. 
Oct In your ship and by it agmn 


J ust when you thought It was safe to climb back In your lean, 
mean fighting machine. Cybernoid 2 appears! I didn't think it 
possible, but this Is much better than the original. Not only is it 
tougher - one or two writers here (who shall remain nameless, 
Maff) used all their lives getting off the first two screens- it's also 
more varied. You've got more weapons (seven in alt) and there 
are harder aliens to face - alt of them beautifully designed, col- 
oured and animated. Each screen has its own method of tackling, 
but that's not to say you can't just sit there beating the c“p out 
of any alien who comes within missile distance! Every pert of this 
game makes demands on some of your reactions - whether if s 
frantically dodging ground -crawlers, trying to sneak a gap betw- 
een bullets or simply precise blasting. But be warned - it's tough, 
and Ifs going to take a lot of patience to master. Try our cassette 
and see! 





n <r 


eah! Beat them aliens, 
blast them, maim them, 
beat them into the ground. 
Corf Realty gets rid of your 
excess aggression playing this 
game. All of a sudden I feel at [ 
peace with the world. Not that | 
I'd call Cybernoid If the easiest 
game in the world to play. In 
fact, under pressure, I'd prob- 
ably admit to it being one of 
the hardest. For a start, there 
are loads more weapons, 
bombs, nasties and meanies 
than there were in Cybernoid. 
Some of them are really devi- 
ous too. Just when you think 
it's OK to draw a sigh of relief, 
you realise that the emplace- 
ment you've just blasted to 
^ I smithereens had an even more 
dangerous weapon lurking 
I inside it and by the time you " ve j 
thought about dealing with: 
that you’re dead. And what- 
ever you do, don't relax when 
you're about to enter a new 
screen. More often than not 
there's some even more hor- 
rific monster waiting to melt 
you the minute you get to the 
other side. If you like your 
cookies realty tough, you'll 
love Cybernoid II 'cos you'd be 
hard pressed to find a tougher | 
Cookie than this. 


Y Cyt&rTKHd 2- more co mplo* 
than trying to make eense of 
whal Kali's saying 


annas , 

2l1 20 


Phwoar! Didn't you get rrd Of a 
whole fleet of piraies single-hand- 
edly? Yessir, Mr Incredibly Hard 
Man, you certainly did and now the 
Federation, under attack from vic- 
ious enemies, rs asking you to do 
it again, Is it dangerous? Yup. Is if 
suicidal? Yessir. Can you refuse? 
Nope. Of course not 
While you've been taking a typi- 
cal well-hardi geezer's rest, your 
favourite fighting machine has had 
a bn of a facelift. in addition to the 
usual selection of bombs, boun- 
cers, seekers, smart bombs and 
shields. Ifs got a couple of extra 
weapons up its sleeve II you feel 
like leaving a trail Of death and 
destruction in your wake, drop a 
taw time bombs and wait. Stuck 
beneath an alien emplacement? 
Dead easy - just fire one of those 
ultra powerful, mega- violent track- 
ing bombs. 1 1 'll move right round 
tho screen blasting every little i«v- 
ing thing in sight. 

mere's |ust one tiling: while 
you've been away me enemy 
nasn'l been exactly wail . . er 
. . idle either. In faci, they've 
booby-trapped the flight paths 
with more bullet pods, weapon 
emplacements, caterpillar death 
squads and homing aliens than 
you could shake a slick at (if you 
had one. that is). Worse still, 










EeeHJ Watch out, Cameron! 
USE THE BOUNCE BOMBS'! 


5^5 




▼ And you thought the vertical pipes in Cybemotf wore hard 


+ 





M A^rght (Well you wouldn’t wont 
to maa t a bloke like Urn! on s dart* 
night - it's even more scary 
when ha s in tho Uni level 


you' ye onJy got limited supplies of 
&a<iri weapon so if you use all your 
shields up too soon you’Ji and up 
making a speedy trip to the great 
•icmp-yafd in the sky - and this 
trme you won’t come back 


You do get a few goodies for 
Even 


your trouble though. Every* now 
and then you can pick up a mace 


oj ft bonus package left bv some 
negligent alien ship, But that's 
^ bout it - tram now on, you’re on 




own. 


I thought Gybernoid was a 
hard act to follow, but boy 
have Hewson followed ft! For a 
start, the graphics - ta lk about 
impressive animation and bril* 
liant explosive affects! As my 
dad always says. ft’* enough 
to take your breath away, 
Phew! The in -game music isn't 
quite as haunting as the origi- 
nal Cybdfnoid soundtrack but 
once you've heard rt once or 
twice it realty starts to grow on 
you. Oh yeah, t haven't said 
anything about the gameplay 
yet. It’s not easy (i lost three 
lives trying to get out of screen 
one) but it certainly is addic- 
tive. You always seam to be on 
the point of death just as 


I you're discovering something 
| new and after that , . , well. 


you've just got to go back to 
Mn. 


the beginning again. In fact, 
that's exactly what I think * 
do. ,, 


PRESENTATION 89% 

User-fhendty starting menu, 
redeftnabie keys plus optional 
music or sound effects 


GRAPHICS 94% 


BrHiiantty animated end packed 
with incredible detail - even 
mtue than in the ongenai Cyber- 
ifOM 


SOUND 88% 

A bnlkant soundtrack (though 
not as punchy as the first one, we 
thought) and some pretty neat 
spot effects - just the nght 
atmosphere. 



HOOKAMUTY 80% 


Use tad tough to get in to 
because you ve got everything 
thrown at you from the begtn- 
mng. 


LAST ABILITY 93 \ 

Pfenty of blast and bomb action 
for Cybernet ’em 

up fans 


OVERALL 91% 


If the orvgnaJ hadn’t already 

been released, ft** wouid be we* 

on its way to e hi gh e r 


accoiac- 
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SOLDIER OF FORTUNE 

Graftgold/Firebfrd, £9.95 cassette, £12.95 disk 


L ong, Song ago, in a time 
before anyone can 
remember, a mystical object 
known as the Zodiac Power 
Source was made.. It was disco- 
vered to be a focal point tor the 
powers ot evil and so was buried. 
Many years have passed since 
then and the Power Source has 
found a suitable mind to move 


towards. This mind belongs to Kril- 
lys, a dabbler In the mystical arts. 

Kriliys teamed how to separate 
the elements of the Power Source, 
but this caused a collision betw- 
een it and another magical force. 
The surrounding lands were 
thrown into disarray. 

Two adventurers have the ability 
to restore the land to order: Tar- 


tarus and Teron. They must search 
the lands for elemental tablets and 
restore the Zodiac Power Source 
to its original form. 

With or without a friend you can 
take the part of one of these 
adventurers. At the start of the 
quest you have a limited supply of 
magic shields, a defensive 
weapon, a handful of money and a 



1 flr*S 


A Ha Mias through the air with the greatest of ene. Over nasty old puddles and horrid old fcreas . . . 



It’s strange, but 
since they left 
Mewaon, 

Graft gold never 
seem to have 
been able to come up with the 
sort of goods they produced in 
the days of Paradroid, and 
releases such as Magnetron 
and Soldier of Fortune typify 
this. Graphically the game Is 
quite pretty, if rather lacking in 
variety, but the woodland and 
village scenery including all 
the shop sequences make It 
look like the Hewson oldie, 
Fireiord. Any small amount of 
credibility the resemblance 
lends Soldier of Fortune is 


wasted by pretty slow and 
tedious gameplay consisting 
of the odd bit of blasting, col- 
lecting coins and then buying 
weapons end scrolls. I don't 
think either the arcade or the 
adventuring elements ere 
sufficiently outstanding to 
keep me coming bock for 
more, so l‘m left pretty disap- 
pointed with a game I was 
expecting a lot from. Sigh! 



We're obviously dealing with a strange transference 
of matter here. Somehow, somewhere the basic 
constituents of Hewson's Firelord and Elite's Ghosts 
n' Goblins have mingled and resurrected them- 
selves as Graftgold's Soldier Of Fortune. Weird. 
What’s come out isn’t really as g ood as either of the othe r ga mes - 
There are a lot of aspects, like the trading or the platform element 
which could have been developed, but they just fall fiat. Neither 
the blurry graphics (the sprites are really tinyj or the tinny sound 
were compelling enough to keep me playing for long - not least 
because there's nothing to tell you whet any of the icons mean. 
Give me Ghosts *n' Goblins any day. 


eryplic due given to you by a mage 
just before the ground swallows 
him up, Extra weapons, shields 
and other objects can be bought 
in shops found throughout the 
environment. 

To complete the quest, you 
must reconstruct the Power 
Source and return it to the old 
man's house before twelve moons 
pass. Otherwise Kriliys will control 
the land (cue three dramatic 
Chords: da-da-DAAAA!). 



Ever since Grib- 
bty's Day Out, 

Graftgold's repu- 
tation has been 
almost flawless, 
but now we have a release that 
fails to live up to that record - 
Soldier Of Fortune is an Incredi- 
bly average game which is 
even more surprising when 
you learn that its' author Is the 
creator of Zy naps. The opening 
screen Is very much In the 
usual G ratty old mould (hori- 
zontal colour bars and ail that) 
but as soon as you start the 
game you know that some- 
thing is amies, The firsrt thing 
you see is a set of bland back- 
ground colours with a really 
weird sodas of explosions In 
the sky (don't ask me why) and 
some ropey sound effects. Not 
only that - the gameplay is 
pratty average as well, not to 
mention annoying. I don't 
know about anyone else, but 
after fighting my way through 
a set of platforms and bounc- 
ing rocks, I expect to find more 
than Just another in a long line 
of similar shops (aaarghl)* So 
BE WARNED! Just because It 
says Grqftgold on the packag- 
ing, don't be fooled Into think- 
ing you're going to get another 
Paradroid orUridiuml 


PRESENTATION 64% 

Quite a few annoying delays and 
many confusing symbols. 

GRAPHICS 71% 

An adequate main sprite travel- 
ling through bland scenery . 

SOUND €2% 

Dodgy tune and uninteresting 
spot effects, 

tfOOKABIIJTY 69% 

Of course there's the standard 
‘lot's have a look around' 
hook . . . 

LAST ABILITY 59% 

However, ‘looking around' so 
■many similar locations soon 
becomes very tedious. 

OVERALL 66% 

A very disappointing release 
from a partnership that should 
have given us something really 
special. 
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CBM 64/128 £12.99 


U S Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388 CBM 64/128 £14 99dl«lr 


HARDBALL 


The ultimata 

collection of sporting thollencit 
ihe unique test of skill, stamina, 
dexterity and endurance 
Demonstrate ycur'e o master 
of strategy, o half playing 
natural and leader of men 
in Ihe hallowed arenas of ^ 
American Football, Big J| 
League Baseball and im 
International Water Polo. 


TAG-TEAM 

WRESTLING 


tr =_• <sm tm rtLI 
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UBISOFT 


presents 










age of Cjubalm 


V-- ' 

■ 


L’r •*> 
Ejtyii ■ ■ / 


"The Crusader Of Justicq." 

For the past 5 years, you have been awau finihtinn ;* u ^ 

Land, yyhen you finally return homo, your father The Kina has 

You must recover the throne. 

idSSSXS magnFflceM adventure set rn a medieval world where .. . ... , „ 

your strategy is as important as your streagth, ? »„ . -f 

Distributed in UK by - i.\ 

' ELECTRONIC ARTS, 11-49 STATION ROAQ y LANGLEY BERKS SI 3 fivw 
TEL. ; SLOUGH (0753) 46465, DEALERS PLEASE CALL (0753) 40906. 

; * ' ’ - V ' . ’ A 


Available on C64, Amiga, 
ST, PC, Amstrad 
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BARBARIAN 

Melbourne House/Psy gnosis* C9.95 cassette, £14,95 disk 


T he small village of Thelston 
is harbouring a secret: the 
most Famous dragon slayer 
of them all, Thoron the hunter 
wished to pass his skills down to 
his son, Hegor, so he trained the 
boy from a very early age in the 
use of all weapons. 

One day, there was a great com- 
motion at the edge of the village: 
curious, Hegor ran there only to 
see his own father in the middle of 
a ferocious battle with a huge dra- 
gon. Thoron fought fiercely and 
managed to force the beast to 
leave, but as the dragon turned, it 
lashed 1 out its huge tail breaking 
the warrior’s neck. 

Hegor swore to avenge his 
father's death and so went off to 
the furthest reaches of the land* 
slaying a great number of dragons, 
but failing to lind the beast that 
killed his dad. 

Years later, news reached him 
of an evii force that terrorised his 
home village. Returning home 
quickly, Hegor discovered that the 
tyrannical lord was Necron, Tho- 
ran’s brother, who had turned to 
evil. What's more, one of Macron's 
subversives was the dragon 
responsible for Thoron’s death. 

You take the pad of Hegor in t he 
fields at the entrance of the subter- 


ranean kingdom. Control is via a 
strip of icons at [he bottom of the 
screen, causing Hegor to walk, 

Hegor, the man with the haiiy armpits, isn't exactly 
my idea of a hunk - plonker would be more approp- 
riate! The excellent, atmospheric graphics which 
made the 16-bit versions of this game aren't really 
impressive enough on the 64 to cope with the tedi- 
ous gameplay. I'm all for hack V slay games when they Involve 
elements of skill or exploration but neither are really required 
here: once you've sussed a screen ell you’ve got to look forward 
to is the next. As If that isn't enough, the icon selection system is 
incredibly awkward and totally redundant. Forget about the 
snazzy control panel -ail I really wanted were good old, tradi- 
tional joystick controls. If you look away the icons you'd just 
have something that looks like a very normal, slightly below aver- 
age slash 'em up - which is exactly what this is. 

? A kinky monster in a horse- hair body stocking is only one of the dangers 
you'll face in Melbourne House's Barbarian 




Psygnosis* 
classic was one 
of the first games 
f ever played on 
an Atari ST and I 
was amazed by the incredible 
atmosphere created by the 
graphics and sound. The icon 
control was an original idea 
and worked surprisingly well 
once you got used to the lay- 
out. However the game did not 
have a lot of challenge in the 
gameplay department: it 

basically boiled down to a sim- 
ple run-j ump-hack- and -col- 
lect game. On the 16-bit 
machines this didn’t matter so 
, much, but now that Barbarian 
has been converted to the 8- 
blt machines, we find out how 
much better the presentation 
made the game seem. The 
absence Of a mouse to control 
the pointer slows the game 
down a great deal, often leav- 
ing you at the mercy of an 
oncoming nasty. AH the 
characters and creatures are 
fairly well designed but not 
brilliantly animated; the back- 
grounds are pretty useless 
| and the sound Is rubbish, ft 
looks like Melbourne House 
are simply reiying on the repu- 
tation of the name to sell the 
product, because this incarna- 
tion is pretty pathetic. 



4X4 OFF-ROAD RACING 

Epyx, £9.99 cassette, £14.99 disk, 


A h, life on the open road! If 
you've always fancied 
yourself as a cross-country 
driver, with oil on your hands, 
grease in your hair and a tiger in 
your tank, get your gear and get 
ready to roll 

Having chosen a course from 
four different types of terrain 
(boggy Georgia mud-flats, two 
desert tracks ora Michigan winter 
landscape), you select one of four 
freaky four-wheelers for the race 
(try saying that 44 times after a 
lager shandy.) 

Time for a saunter down to the 
local auto mart and custom shop. 
Here you can b w all your money 
on spare parts, fuel, mechanics 
and extra tyres (not necessary if 
you look like Gordo) or play safe 
and just spend a bit. 

The race itself has you braving 
the elements, avoiding obstacles, 
driving through bogs and negotiat- 
ing rivers. Symbols on the 
dashboard give a colour-coded 
indication of damage sustained by 
various engine parts. If your veh- 
icle becomes unroadworthy or 
gets stuck, it stops automatically 
for repairs, [You did remember to 
bring the right parts - didn’t you?) 

Checkpoints, dotted along the 
length of each track, are oppor- 
tunities for repair and refuelling. 
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The title instantly tells you that this game is trying to 
emulate the classic Buggy Boy with a few additions 
to jazz It up. The strategic elements are quite well 
thought out end presented, but the racing sections 
are _ . wail, poor, to say the least. Epyx have tried 
to put a few Buggy Soy tricks into 4x4, such as the rolls and 
two-wheaf driving, but unfortunately it hasn't worked too well. 
The 3D isn't too convincing as there are only a few landscape 
features to give any effect of perspective. The definition of the 
cars and other objects isn't too good either, as they're blocfcy 
and poorly coloured. This, coupled with the very poor sound 
don't Induce much wish to play the game, and even the most 
hardened race fans won't be too enthralled. Once again the 
advice is to stick to well-tried race games like Buggy Boy and 
Pitstop IL 


T Acme mechanic shop - orw free with every copy of 4x4 Oti-Postf Racing 


I bet youYa all 
thinking. It’s an 
Epyx game so the 
presentation's 
got to be good'. 
And you’re absolutely right 
It's just that once you Ve gone 
cross-eyed trying to decipher 
the instruction sheet and 
picked all your extras there 
Isn't that much to It. Fora start 
all the landscapes, from desert 
to mud-flat, look virtually the 
same: I can only assume that 
all the other racers have 
rushed off to consult an opti- 
cian in response to this, 
because hardly any of them 
are actually on the track. I 
ended up using the wrong 
tyres and crashing on purpose 
just for a bit of variety, Forget 
about excitement and breath- 
taking action: the only sharp 
intake of breath that this simu- 
lation could give rise to is a 
snore. 


The longer you stop the more 
chance there Is of other cars pass- 
ing you. 

Make it to the finishing line with- 
out losing all three of your rigs , get- 
ting zapped by the Doombuggy or 
running out of fuel, and you might 
Just get a foot in the Hall of Fame. 
And if that isn’t worth working tor, 
what is? 









PINK PANTHER 

Gremlin, £9.99 cassette, £14.99 disk 


i Vroom, wTOom, Or In this ca$e, 
trundle, trundle 


walker from waking up whilst help’ 
ing yourself to his goodies, Can 
you steal enough to afford a holi- 
day In the sun? Can, you be 
bothered? 


Slouch! tf anyone can think of a worse cartoon 
license than this I’ll eat my hat! Hal Fooled you - 1 
haven't got a hat. And if you think that joke was 
awful, wart till you see this game. Talk about awk- 
ward control methods - you've got about two sec* 
ends to perform six split-second moves and if you fall, kaput! 
Then it's right back to the beginning for one of the most pointless 
starting sequences ever - watt for ft . , . buying a top hat Good 
eh? As for the music - realty long nails scratching down a 
blackboard have just about the same effect on my lobes. Still, f've 
found a foolproof method of winning the game: just bypass the 
mansion and go straight to the island. The program lets you enjoy 
your holiday just the same , * * 


A alert, red alert! The Pink Panther is about to claah with the 
Amazingly Garish Purple Gramophone 


tune but it's the best we can do! 1 
Anyway, on with the review . . . 

Old Pinky is at a bit of a 'financial 
disadvantage'. Oh, all right then 
he's skint! His problem is that he's 
got long arms and shallow pockets 
- in other words he likes to spend 
money, He enjoys luxurious living 
but doesn't have the means to live 
the kind of life he enjoys 
To allay this situation he must 
find a job. Now what kind of job 
would net him the most 
money . , . AH At That's it! A but- 
ler. That way he can ... er , , , 
'help himself to a few things while 
the master is asleep. After pur- 
chasing the correct items to pass 
the interview, Pink starts work at 
the first house. Unfortunately the 
master is a sleepwalker, so Pink 
must guide him through the house 
stopping him from bumping into 
things, otherwise he’ll wake up to 
discover our hero 'on the rob'. 
However, that wily old Panther 
has a few iri-cks up his sleeve. H@ 
can ring a bell to steer the sleep- 
walker, catapult him around 
objects and even inflate things. 
Even more unfortunately, the taw 


Vou take the part of the Pink 
heio during his nocturnal wander- 
ing, trying to keep the sleep- 


To be honest, the 
only interesting 
thing about Pink 
Panther is the col- 
oured cassette 
shell! The game itseff is tedi- 
ous beyond belief, with long 
delays between turns, boring 
graphics, dirge-like music and 
frustrating gameplay: it looks 
like Gremlin have backed a 
right loser! The main sprite 
looks a bit like the Pink hero 
he's supposed to depict, but 
the rest of the graphics are 
awful, being poorly designed 
and gruosomely coloured. I 
don't know what the music 
programmer was on when he 
did the game theme but I don’t 
think it was this planet. But the 
game play, what about that? 
Welk 1 frustrating^ difficult' 
about sums it up, along with 
'very boring". Oh, by the way, 
it's cassette- multiload. 

UuueeerghH! 


climb, run, jump and fight. Moving 
the pointer of the edge of the dis- 
play causes a further set of icons 
to appear which control the Barba- 
rian’s inventory (picking up and 
putting down objects}. Through- 
out the maze are monsters and 
guards which can be killed - either 
with your trusty sword or other 
weapons found In the under- 
ground rooms. 


PRESENTATION 45% 

Rubbish front end fiddly pointer 
control which limits the com- 
puter/play er interaction. 

GRAPHICS 39% 

Average sprites are poorly col- 
oured and animated and the* 
backgrounds are very in-oHec 
live 

SOUND 21% 

A few crunches, and that's about 

it. 

H00KA6ILITY 46% 

As ever, there's the old explora- 
tion bug to lure you 

LAST ABILITY 24% 

but that very quickly wears 
off Basically , the control method 
rums a sense of interaction 

OVERALL 31% 

The 16-bil’s weak gameplay is 
reinforced by poorly designed B- 
bit graphics. A poor conversion. 


PRESENTATION 84% 

Loads of easy-to-use options - 
an off- road racer's dream, 

GRAPHICS 59% 

Neatly designed lour-wheelers 
rev up against bland and boring 
backdrops. The pre-race shots 
.are pretty neat, 

SOUND 49% 

Front-end ditty plus typical 
engine drone. 

HOOKABIILITY 60% 

The idea captures your interest 
at first . . . 

LASTABIUTY 46% 

. . . but any initial enthusiasm 
doesn't last 

OVERALL 56% 

A technically competent racing 
sim spoilt by incredibly laborious 
gameplay and a total lack of vari- 
ety. 


PRESENTATION 10% 

Poor mullikiad. annoying delays 
and few options. 

GRAPHICS 25% 

Average mam sprue but every ■ 
thing else is crap. 

SOUND 9% 

The Pink Panther theme has 
been massacred (sniff}. 

HQOKABILITY 16% 

You do have to look to see what 
the graphics are like, 

LASTABIUTY 3% 

Play it twice and you'll never play 
it again. 

OVERALL 14% 

Aren't gremlins supposed to 
cock things up? Well they’ve 
cocked this up! 


|a-dum, da-dum, da-dum 
I da-dum da-dum . . . OK, 
~ it's not a very good rendi- 
of the Pink Panther theme 


(or tie r as it is pronounced) don't 
like his nicking habits and send 
Inspector Clouseau to try and nab 
him. 




994€ 
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ARMALYTE 

Thalamus, £9.99 cassette, £12.99 disk 

•Cyberdyne Systems' graphically brillia nt sequel tr. Onll, 


ftar the Damocles force 
destroyed the hostile Hsif- 
fan Khanate the spac ; al 
backwater known as Delia 
became a wasteland littered with 
disintegrated spacecraft. The few 
pilots who entered Delta returned 
wth tales of hulks bearing artifacts 
of tremendous technological 
advancement. 

Many disregarded the stones as 
Jokes or legends, bet one man 
believed After a particularly crip- 
pling Stock Market crash, Wood- 
ward, the chairman of a Terran 
mega-corporation sought out the 
nearest bar where he could drown 
his sorrows, Three Andromedan 
Wtlt-wines later, he found temself 
being talked to by a t>e whiskered 
bar-fly whose tonque was obvi- 
ously oiled with liquor. He was an 
ex -member of the Damocles 


|J|f c’ve seen some brilliant 1 
1 If Commodore blasts of 
late, but Armalyt© has to take 
the cake as one of the bast to 
date. Everything about the 
game is so highly polished that | 
it really does knock the com- 
petition into a cocked hat. I 
Graphically* Armalyfe is stag- 
geringly good, with works of I 
science fiction art for sprites 
and backdrops. Game play 
meets this high standard end 
whether playing in single 
player mode with a remote 
ship or double player mode, f 
the action is thoroughly! 
exhilarating. In the letter, J par- 
ticularly liked the way that! 
both players can play either 
very competitively, bumping 
each other into aliens and ste- 1 
aling your opponent's 
weapons before he can get to 
them, or as a team , taking it in 
turns to get through tiny gaps I 
in the landscape. However, I 
had most fun when playing 
with a mixture of both 
strategies, as Maff will testify. 
Armalyte is Just brilliant, and 
any shoot ’em up fan should | 
be ashamed to miss out on It. 




force, who was court* madia I led 
and drummed out of the service 
because of his drinking habits. 
Yes. he said, he had often been 
through the Delta and seen the 
hulks and their treasures, but 
heavily -armed robot defence sys- 
tems prevented anyone from loot- 
ing the ships. 

Then the man grinned a drunken 


* Cor! Pi«$ma beams like chains or solid light 
middle of them fhur, hud) 


r pity you’re in the 


U/ f* 1 ' . a _^ ter sa y ir!| 9 in the Salamander review that I thought 
” that Delta was the be-all and end-all 1 of progressive shoot 
am ups before Imagined release, the Delta follow-up game 
arrryes on the scene and bl ows every other game of the type out 
of the water (well it would if they were in water and not in space}. 
Arrmalyte s graphics are startlingly good, with perhaps the best 
use of shading I've seen on any 64 game. The scrolling is 
smooth, Ihe sprites and backgrounds colourful and the amount 
of sprites on screen is incredible. Firing the second Super- 
weapon for the first time brought yefps of amazement and 
enthuslasmi from the reviewers as all aliens in the vicinity flew 
t^oo}. Enough of the graphics, onto the gameplay . . . 
Well, ail I can say i$ it's brilliant. I'm being as quick as J can to 
tail you how staggeringly good it is so I can have another no' A 
huge round of applause and congratulations tp Cyberdyne sys- 
tems for such a stunning debut. When's the next game due? I 
can hardly wait, but playing ArmaJyte should help fill the gap! 




grin and drew out a metallic cylin- 
der from inside his oily ramcoa! 
This, he told Woodward, was rhe 
only ptece of H sifted technology 
anyone had managed to bring out 
o' Delta. Woodward had heard 
rumours of the treasures, and 
though the wine had tong-smee 
taken effect, he was sober enough 
to know that this was the key to hi$ 
company's financial problems He 
bought Lhe man a drink: he had a 
plan that couldn’i fail 
Yeah, that’s what he told you as, 
well, but now it’s your butt up in 


¥ Vouctil Cooks like someone around could do with some beauty treatment - and pronto! 


Delta. Hying your tiny tighter info 
the [3ws of eight levels or Hssffan 
. defences, on your own apart from 
the highly dubious-looking guy 
they picked to partner you You 
have to admit, these Hsiffies may 
have been treacherous sons-of- 
b-tches but they sure knew how to 
b'jvd spaceships, and these struc- 
tu res are incredible , It’s gonna 

be a shame to blast them to 
pieces. 

And there's bound to be plenty 
of that - blasting, that is. Wood- 
ward had your ships kitted out with 
the latest in laser armaments and 


/ ‘ ^ I 

ir * * 


J* -* 


■ff - M l 




PRESENTATION 91% 

Options delude two simultane- 
ous players, one player with 
remote ship, choice of super- 
weapons, scrolling starfield orV 
off. Reasonable level multiload 
and easily-read status displays. 


GRAPHICS 98% 

Probably the best looking sprites 
and backdrops ever seen in a 
Commodore game of this type. 

SOUND 81% 

Good Martin Walker title screen/' 
loading music and spot effects. 

HOOKABILJTY 95% 

Beau tifOl graphics end exh ilarat - 
ing blasting action suck you Tn 

LAST ABILITY 93% 

Eight lengthy levels to see and 
the craving for ever larger scores 
will keep you at it, 

OVERALL 97% 

A brilliant blaster whose 
graphics and gameplay knock 
Others for six. 
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f Vuuvegat a spit l-aucdnd and its. mega -decision lund- wi|J you go 
lor the oKira weapon or just settle for a speedy exit? 


T ms is inqreoioiei every- 
thing about it is virtually 
flawless; the graphics are 
some of the best I've seen on 
the Commodore, not only for 
their aesthetic appeal but also 
for the way they're used on- 
screen — the combination of 
threatening metallic space 
terrain with multicoloured j 
attack patterns creates an * 
amazing feeling of involve- 
ment in the intense action. And 
there are so many aliens on- 
screen at once - add these to 
a cluttered landscape and you 
think you’ll never get through 
alive! If you thought the land 
scape graphics were good, 
just wait til I you seethe end-of 
level aliens - some of them are 
beyond belief! It's packed with 
superb touches, from the 
evocative Martin Walker 
soundtrack to the ‘intelligent’ 
in-game aliens; the collision 
detection is perfect - just 
generous enough to allow 
freedom of movement in the 
tightest gaps. If we’d had this 
in time for the Oef Guide this 
issue, it would easily have 
been in the top 5: it's fantastic! 

I Can't praise it highly enough - 
if you miss Armalyte you’re 
missing one of the best 64 
shoot ’em ups of alt ti me. 


rechargeable super-weapons. But 
then be would, wouldn't he? He 
won ' c make an y mo ney if you don't 
come back, 

Hey. what are these crystals 
hanging in space? Better give 'em 
a discharge of heavy light , , , 
wha , , ? They just transform into 
hits of machinery when you shoot 
them . . . Look oul you're gonna 
crash into that one! AAAAAAGH3 

Uh? Nothing happened. Waif, 
look there it 1st it's attached itself 
to the ship. It's a laser unit, and it's 
patched into your fire control. Try 
hitting that nexi crystal wsth more 
shots . Now run into it and 
you've got . . . rear lasers. What 
else can you get*? Vertically firing 
lasers, triple lasers, converging 
lasers, and a battery and a 
generator to recharge ihe super 
weapon faster. Try collecting two 
forward laser units and you get 
faster fsre . „ 

This ,s going to be easier ihan 
you thought . . Or maybe 
not „ . . 







A NEW BEGINNING 


[here was only one way 

to improve the original. 

* 

* 

Start again from scratch 


HORN ABBOT 
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FOXX FIGHTS BACK 

Image Works, £9,99 cassette, £12.99 disk 



r Foxx is really in the 
dog house. His family 
has run out of food and 
his wife has told him It's up to him 
to restock the larder. Being a la^y 
so-and-ao, Foxx isn't terribly keen 
on the idea, but a few taps from 
Mrs Foxx's rolling pin have man- 
aged to convince him. 

So, after picking up his trusty, 
er, well, rusty pistol off its shelf. 
Foxx heads off along the scrolling 
landscape towards Farmer 
Kilimanjaro's place, fingering the 
bumps on his head and wondering 
why he married that old battleaxe 
in the first place. 

Foxx has to take back as many 
comestibles as he can carry, start- 
ing with apples, then moving on to 
pies and sausages. The apples, 
naturally enough have to be col- 
lected from the orchard inhabited 
by ferocious squirrels which 
endanger hrs pelt by pelting him 



can't say I bad 
high hopes for a 
game which fea- 
tures egg-firing 
chickens, biking 
dogs, and a gunshot firing fox, 
but this Is one of those incred- 
ibly rare occasions on which I 
have been forced to admit 
myself completely and utterly 
wrong (yeah, yeah, get on with 
It Katl - Ed]* First off , If you're 
one of those dead serious 
'couldn't understand a joke If 
you stood In one 1 sort of 
people, start reading another 
review: chasing poultry, bett- 
ing hares and hitting Heirs 
beagles right between the 
eyes won't be your idea of fun. 
It Is mine though - especially 
when you've got really bril- 
liantly animated graphics and 
mindlessly silly music to back 
it up. OK, so this might not last 
as long as some of the games 
in your collection but you’ve 
got to admit: every fox has his 
dayl 


with nut grenades. Luckily, one 
thing Foxx is good at is leaping, 
ducking and running away, and 
this stands him in pretty good 
stead with the other perils which 
come his way. These Include 
gangs of shotgun -toting beagles 
which ride bicycles (uh?J and 
chickens which bomb him with 
deadly cholesterol -packed eggs. 

The pistol Foxx starts the game 
with can only fire slowly and isn't 
very accurate, so If© a good Idea 
to keep an eye out for something 
more useful - an Ml 6 machine gun 



A Watch out - there's a nut-hurling squirrel afraut (well it rhymes, 
what more do you want?) 



A The fiying foxx performs death - 
defying acrobatics high above the 
death- mo nearing beagles' heads 

for example, When Foxx gets hit, 
he loses energy, indicated by a 
lengthening tongue on the Pan- 
tometer at the bottom of the 
screen. 

Luckily for him, Foxx can 
replenish his energy by entering 
rabbit warrens or chicken coops 
and scoffing the steeping inhabit- 



I haven't had so much fun on a 64 game since Star 
Paws! Anyone who can watch the Hell's beagles 
cycling after our hero wtth their ears flapping wildly 
In the wind and not laugh must have no sense of 
humour at all. The graphics aren't Incredible, but 
they're very cartoony and convey just the right atmosphere as 
you exact your revenge on dogs and chickens. The fox himself Is 
neatly animated as He switches from a normal, everyday running 
animal to a gun-toting, bloodthirsty monster. There*® the usual 
arcade adventure stuff - lumping wide gaps, collecting things, 
avoiding enemies - but the way it's presented [pecked with neat 
touches like the pentameter) make this one stand out from the 
crowd. 



Within 


two 
of Foxx 
Fights Back's arr- 
ival in the office 
people were 
coming down from the Art 
department just to get a look 
at the graphics. Even if you 
went down your local loke 
shop with the express purpose 
of buying a gorilla suit* yo 
be hard-pressed to find 
thing sillier than bike-riding 
beagles and chickens flying 
around doing . . „ well, what 
chickens do. The sound per* 
fectly complements the 
arcade action and the collect 
'em up game play with all its 
short cut® and burrows to 
explore, is just good old 
fashioned fun, If you buy it 
tomorrow, you probably won't 
be playing if next year, but who 
cares about lastability when 
you've got a whole fa rmyard of 
animals to beat up now? Grrr! 


ants. This also docks up points 
and can open up short cuts which 
allow him to get from the farm to 
his home in next to no time at ail 
and In complete safety. 


PRESENTATION 79% 

Clever paruometer energy 
gauge is typical of the humorous 
touches throughout. 

GRAPHICS R2% 

Jolly , cartoony sprites and nscely 
semi ling rural backdrops, 

SOUND 74% 

Mindless medley ot perfectly 
frantic tunes. 

HOOKAEILTTY 81% 
Humorous gameplay and a 
cracking pace make the game 
fun from the outset. 

LAST ABILITY 71% 

Not much variation, but bound to 
remain enjoyable for many plays. 

OVERALL 79% 

An unusual, but entertaining 
variation on the arcade adven- 
ture theme. 
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SCREENSHOTS 


juanmg - P ro bmx has got to 

tofalSnT™ F ° Ur P>ayer «Uon. 

totally new race meets - Quarry 
ctng, Dirt Biking and Desert 
hiding - each with five exciting 

kSh'V’ 8 just like the real 
f thing - the burms, bumps and 
ramps really work. 1 ' 

Fifteen incredible courses 

RMv d ? arll ' n 9- ‘Richard's Pro 
BMX simulator is excellent - 
now with 4 player action, two 
tapes and a color BMX poster 
n s amazing value at 


COMMODORE C64 

amstrad, spectrum 

6, LEAMINGTON SPA CV33 OSH 


ODE MAI 











EJVtLYN HUGHES 

INTERNATIONAL 

SOCCER 


the joystick during a game . A prac- 
tice option lets yog familiarise 
yourself with joystick skills by pit- 
ting you against a team whoso 
members freeze whenever thev 
get the ball. 

As well as these facilities, you 
can play cup, league, champion- 
ship, season or friendly matches, 
and show or even print out fixture 
and results lists. Up to four players 
can play in competitions, two play- 
ing together as a team against a 
computer squad, 

Once you've configured the 
game to play the match of your 
dreams, it's time to kick off. During 
play, trie standard scrolling grand- 
stand view of the action is shown 
with a display above the pFtch to 
indicate the name of the (earn 
member under each player’s con- 
troJ, The computer puts the player 
nearest the ball under joystick 
control, but an option exists to 
allow you to select the controlled 
player from the joystick. 

As you might expect, the 
game's authenticity extends to the 
objective being to score more 
goals than the opposition before 
the final whistle blows, 


Audiogenic, E9.95 cass, £12.95 disk 

9 Realistic and compelling action in tho best footy si Hi available 


Y 'know Saint, we seem ter 
be makin' more an' more 
appearances in computer 
magazines these days, 1 
‘ Ha ha . . . Aye, ye're right there 
Greavsie - there seems to be a 
new computer football game on 
the market every week! Whose 
name's on this one, then? 1 

EEEEEYYYH! come on 
TEEEEAMI f!’ 

'Oh, him 

Audiogenic's game of football. 
Crazy Horse style, begins on an 


opening screen containing four 
pull-down menus. From these you 
can do the usual football game 
feats such as choosing one of ten 
skill levels as well as stnp and pitch 
colours, bul you can also select 
and edit teams and individual 
player skills (such as speed). Satis- 
factory squads can be saved to 
tape or disk for future use. 

The menus also bestow certain 
abilities on the players, such as 
back-heels and five direction kick- 
ing, all of which are accessed from 


HI hen you first see someone playing this, you'd be forgiven 
thinking it was Commodore's age-old International Soc- 
cer, but EHIS 5 graphical crudeness belies its sophisticated 
gameptay. An absolute wealth of options makes the game 
inon&dibty flexible and ensures that boredom wont set in 
for a long time. Unlike certain other computer football si ms, it 
isn t slowed down by Its extra features and doesn't need tiny 

K es to display kick strength, etc. The joystick control is very 
t mastered after a few practice games and you're soon 
ing the crowd with back-heels, sliding tackles and dfvfng 
headers. I m really looking forward to Sensible Software's Micro 
Soccer, but ft's going to have a hard time beating this! 



I used to think that International Soccer was the be-all and end-all 
of footy games, but EHIS wipes the floor both wfth it and Match - 
day II for sheer payability. Ignore the graphics- they're not bril- 
liant, as you can see from the screenshots - and ignore the 
Sparse sound effects which, even when they do appear, are fairly 
tuneless — the action Is fantastic! All kinds of moves are available 
'? ^,? Ul , a 5 lt * ' wh0ir t y° y hit the post qr score a goal, you real fee! the 
thrill of having done it! Mad the graphics and sound bean a bit 
more polished, l k d have been tempted to give this a Gold Medal, 
because st s easily the best soccer sim available on the 64. The 
ball movement in particular is incredibly realistic: deflections 
from posts and opposing players, chips and headers are almost 
Ike watching the real thing! I've no hesitation fn recommending 
it to any soccer fan, because ftis nothing short of superb 



T he best thing about this 
game is that you can play 
it at almost any level. If you're 
not feeling particularly 
strategic, you can just hit prac- 
tice option and go straight into 
a match. On the other hand, if 
you're Into really serious footy 
confrontations then you can 
spend ages selecting exactly 
the right options from one of 
the most comprehensive 
menu systems I’ve ever seen. 
It's not just the presentation 
that's outstanding - the 
gameplay is Incredibly easy to 
get into and has obviously 
been reatly carefully designed. 
Even the sound, to which (to 
be kind) they haven't exactly 
devoted lashings of memory, 
contributes to the atmos- 
phere. It’s great to hear the 
crowd gasping when you 
almost get a goal! With all the 
cheapo football simulations 
that have recently been flood- 
ing the market, it comes as a 
welcome change to discover a 
really professional game. 


PRESENTATION 98% 

A vast array of options allow you 
to reconfigure the game to (he 
nth degree. 

GRAPHICS 79% 

Very fast and smooth, but all the 
graphics lack definition. Trig 
relatively high mark is due to this 
speed, coupled with the realisiic 
ball movement. 

SOUND 28% 

Good crowd cheers and air- horn 
noises but nothing more. 

HOOKA BILITY 88% 

Some practice is required to 
master bailpiay, but the difficulty 
selections make it easy to 
acquire ihe necessary skills. 

INSTABILITY 96 % 

The game's enormous flexibility 
will hold your interest for ages. 

OVERALL 90% 

Quite simply, (he best football 
simulation available for the 641 


W More options, 1 mature a, extras end shots than Emlyn has designer 
jumpers - and that‘5 0 tot! 
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THE GAME OF TI1E YEAR 


'This is a truly brilliant 

program and shouldn't be missed at any cost!'’ Zzap 64 
From CI.S. Gold 


THE GAME OF THE YEAR 


— test drive one today." Sinclair User 
From U,S, Gold 


THE GAME OF THE YEAR 


This is the meanest fighting machine everto hit the skies-The Pepsi Challenge Game ofthe Year 

From (I.S. Gold. 


BHbw 


CBM 64/1 28 

£9,99 cassette 
£14,99disk 


Spectrum 48/1 28K dMmm AmstradCPC 

£8.99 cas.seue £9 .99 cassette 

£ 1 2.99 disk 4.99 disk 

O.S + Gold Ltd., Units 2/3 Holford Way, Holford. Birmingham B6 7AX, Tel: 021 356 3388 







Munch, munch, munch, BURP! 

I s'pose ail you wimpy 
gristleguts were expecting that 
namby pamby, pustulent 
P ar P, that jumpy, jaundiced 
jellyfish, that half-baked, 
^ ' half-human husk of a 
N '% Harlequin to enter 
here , . , 

HA! But he didn't, 

4 did he? So where is 

he then, eh? where 


m 




v is he? 

He's disappeared, 
hehas- 
disappeared 
to the depths 
of a green and 
slimy bowel. 

And it serves 
, the 

_ . w multicoloured 

.monkey- man right. Anyone 
'worth their weight in billy-goats 
knows there's a lovely great 
stinking troll's hole under 
Ludlow bridge— so he picked* 
the wrong place to go looking 
for weedy monsters, didn't he? 

Well, old purple pants dropped 
in justintime for lunch - a nasty, 
gristly, bony, after dinner 
Twiglet thing he was as well 
^ not so bad when I'd tried him in 
a bit of thistle stew . . . nice and 
rancid . . . almost as tender as a 
billy-goat in leather 

underpants roasting on 
E .a§[ a rusty spit , . . 

' That horrible 
. lirless Harlequin 
yned out to have a 
lot of useful 
thingies in his 




ZZAP1 64 November 1 988 31 




Am^NTVRB 


. . andy suit: a Lord Of The 

Ri ngs solution (ha ! solved that ages ago) 
a couple of tasty, scaly-bum lizards and a 
fancy letter from some blubbery- 
bottomed, big-bellied Houghton bloke. 

Th f£f wpe n the penny dropped! Ifthat 
was ZZAP! s Harlequin then there was a 
job going spare up at King Street - my 
chance to show the world what a clever 
hintellectual troll I am. Ten seconds later 

and I m grasping grubworm Gordo by his 

smelly earlobes. 'Gimme the job or else', 
‘hreatened by a gobbet of my slimiest 
and most acidic spit, he's no option but to 
agree. A bit of extra special squeezing ° 
and that fat excuse for an editor coughs 
upan Amiga as well-which isa bonus, as 
so far those puny 64 programmers have 
been too scared to send anything down 
to my hole. 

Right, so now the bloke in charge is me 
— Chuck Vomit the Troll— and if any of vou 
squeaking sticklebacked adventurers 
starts whingeing about stinking billy- 
goats gruff or thinks its funny to go 
around slobbering phrases like 'trip trap 
trip trap , you'll get wrapped round a 
steaming spit, skinned upside down and 


stuck sideways in a bucket of rottinq troll 
snot . . . Billy-goats . . . Bah! 


FAERY TALE ADVENTURE 


Mediagenic'Microi Hustons, Amiga £29.99 





re you sitting 
comfortably? 
Wiped your 
noses? Rubbed 
away that 
nasty 

crufflenut? 
Then HI begin. 
Once upon a 
time when the fields and rivers 
were uninhabited, and trolls 
could stomp on anyone they 
found, one Master at Arms 
decided to go and spoii it all. 


Somehow the talisman that 
had protected his village and 
his three sons (Julian, Phillip 
and Kevin) had got lost' and 
goblins, ghosts and skeletons 
were beginning to take over 
the town. It was going to be a 
real riot of a party — corpses 
and mediums, there was even 
talk of billy-goat pie -but the 
tight-lipped old codger poured 
cold water on the whole thing 
and insisted on going for help, 
Mot that he's quite as smart 


* Gueu wH„t Mr crafty Clcvorclogsforaol to put In his knapsack , hls mornl „ g7 


as he makes out. He comes 
back with a death wound ar 
a garbled story: an evil 
Mecromancer is threatening 
destroy the land and unless 
someone manages to perfor 
seven consecutive quests, he 
never be defeated. 

Any sensibie ladwouldthir 
twice before going on an 
adventure like that. 
Unfortunately, Julian. Phillip 
and Kevin haveali hadatoud 
too much of the sun, so they a 


want to go. Julian sets off first 
This is a graphical adventure 
(relying pn the mouse) so a lot 
of Jazza's journey from home 
through the surrounding 
fields, forests and countryside, 

is spent fighting goblins or 



running away (to f d y o u he was 
a spoilsport). As ghosts and 
goblins are a lot more efficient 
in battle than some snotty- 
nosed kid, you probably won't 
get very far at first. Once 
you've notched up a few skulls 
though, you can start using 
someof the magic objects lying 
around, rummaging in boxes, 
spending money and casting 
spells - you know, 
abracadabra, shazam, 
minzaguinness . . , 

The menu doesn't let you 
perform anywhere near as 
many actions as a text-input 
adventure but you can still talk 
to people, trade with them. 






took for hidden objects and 
unlock doors. These put 
obvious limitations on the 
puzzle factor (what are you 
supposed to do without an 
EXAMINE kon ?) so in the end 
most of the fun comes from the 
sound effects bogey-ing 
down to the music and the 

g raphics: you can even see the 
Libbies when somebody 
drowns. Ah, Lunch. 

If you like your adventures 
like your billy-goat (well-done 
and meaty) you might get a bit 
fed up of all this sightseeing 
On the other hand, if you're 
patient, fancy yourself as a bit 
of a fighting machine (boy, you 
must nave some imagination) 
and like making maps, you 
might want to give it a go. 
Question is - should any 
adventure really cost £29.99? 

Don't ask me - mine was 
free. 


ATMOSPHERE 
PUZZLE FACTOR 
INTERACTION 
LA5TABILITY 
OVERALL 


85% 

71% 

65% 

73% 

76% 


second bf~otiter» 
wo® £uc fty (W 
ctever* 


A Mediagsrtta’s Fmwy Tate Adventure taking a loaf out of storybooks 


TANGLEWOOD 

Mitrodeal, Amiga £19.95 



a! Here's 
something you 
didn't know: 
you've got an 
unde called 
Arthur. He's 
not from East 
Endersa nd he 
doesn't have a 
mate called Terry but he does 
own the the mining rights to 
T'ngl-y-wd. Spit in mv eye, eh? 
Isn't the world a small place 
guv' nor? 

Well, yeah, it is a small place 
and that's why T'ngl-y-wd isn't 
on it - actually. It's 'a small, 
undistinguished planet in a 
remote galaxy'. Arthur didn't 
worry about it much until he 


found out that it contained 
some pretty valuable Stones, 
then he shot his mouth off over 
a couple of pints of beer and 
was elbowed out by the mining 
company Yup, those nice men 
at the mining centre have 
hidden Arthur's documents 
and 1 re-established the planet's 
operational base. There's a 
court case in ten days and 
Arthur (sounds a bit like my 
unde, Rtpperbile) needs to find 
those papers or he's out on his 
ear 

Mow, who could he f i nd to 
help him out? 

Personally, I think he could 
have chosen someone a bit 
more macho than a freckly, 


skinny computer freak like you, 
but beggars can't be choosers 
and anyway - Arthur wants 
you for your brain. 

You start your mission in 
front of a computer console 
which gives you control over 
five of Arthur's dapped-out 
droids, Most of them have bits 
missing and they're liable to 
breakdown but at leasttheyall 
work . . , well, sort of. 
Different droids are suited to 
different types of terrain and 
some can be equipped with 
extra data if you find it. 

You direct the robots' 
movements via a viewing 
screen, Remote control 
e na bl es you to i n st ruct them to 
p i ck up, sea rch a nd use he I pf u I 
objects like batteries or 
magenta coins. Provided 
they've got the right 
equipment they can enter 


phone booths, answer the 
phone, explore buildings and, 
ultimately, the control centre 
itself. 

This is definitely an arcade- 
style adventure weighted 
towards the arcade, You might 
find the puzzles pretty devious 
(they've got to be really hard to 
fool Chuck Vomit) but it's all a 
Question of having the right 
thing at the right time Trouble 
is. the right pFace doesn't turn 
up very often andyou can 
"pend ages just chivvying 
roids round a pretty boring 

.Thi 


spend ages just chivvying 
droids round a pretty bori 
la ndsca p e, wast i n g po we r. The 
sound (chug chug chug, chug 

mith rhnrt\ irn't f-w 


chug chug) isn't much more 
exciting either - and I'm a 
great Say City Rollers fan so i 
know what good music's all 
about. 

If you like your adventures 
grilled and ready to eat you 
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But watch out you might start 
enjoying yourself! 


A Mishears Tangle wood-, a game barely approaching average 
appeal for homicidal Trolls 

probably won't find 
Tanglewood instantly 
■appealing, You could spend 
ages exploring this deep and 
mysterious world - there must 
be some juicy titbits 
somewhere - but it takes so 
long to get anywhere that you 
might decide to throw your 
disk over the nearest bridge 
and cut your toenails instead, 


ATMOSPHERE 50% 

PUZZLE FACTOR 51% 

INTERACTION 42% 

LA5TABIUTY 45% 

OVERALL 49% 


THE BARD'S 
TALE II 

Electronic Artsyinterplay, Amiga £24.95 



know some 
really good 
words 

(slimegobbet 
snotglobute, 
grease bum, 
cockaJeekee . . . 
er . . , ) but 
how about 
shouting 'death and drek' next 
time you've got a goblin by the 
throat? Britl, eh? You can do it 
al I the time if you play Bard's 
Ta/e H. i really like those olde 
wodde expressions- it appeals 
to my intellectual soul. Death 
and drek, death and drek, 
death and drek . . , 

ISJow H pulFyourfrngersoutof 


your noses and try to cast your 
mind back, to Bard's Tale t , 
Remember liberating Skara 
Brae? Well now, Instead of 
enjoying your well-earned rest 
billy-goat hunting, you're 
supposed to be doing the same 
for Tangramayne. Some evil 
geezer called Lagoth Zanta has 
stolen the peace- keeping 
Destiny Wand, broken it Into 
seven pieces and hidden the 
different parts inthe middle of 
a Snare of Death (dungeon 


puzzle room to you, idiot). 

As usuai you can make a 
team of up to seven grade 1 (ie, 
puny) adventurers including a 
bard (not that he sings any real 


* Fa<5e to face wrth a Wood Spr Fte! Trma fcx b song? 



musk - not one David Cassidy 
hit) or use a team saved from 
Bard's Tate One . As they hack 
their way through more and 
more villains (Fuckiiy for 
Interplay, I didn't find any trolls 
or there would have been 
trouble) their experience 
points increase and they 
gradually improve their 
character ratings 
The pFaying area is about 
twke the size of the original 
game, with extra dungeons, six 
cities, castles and forests to 
explore, but what really 
distingu ishes this tale from its 
predecessor is the addition of 
the puzzle element to all the 
usual hack r n' slay, Using the 
mouse (much easier than ail 
that key pressing) you can 
spend ages lumbering around 
discovering secret magic 
portals, casting spells, rescuing 
princesses, using teleport 
systems and generally leaving 
your slimey pawprints on the 
environment. People with an 
above average FQ Jike mine 
should enjoy aN these extras - 
anyone else should cover 
themselves with tabasco sauce 
a nd jump off the nearest* 
bridge. 

If you're stupid enough to let 
one of y o ur pa rty d i e , t h e n y o u 
can always try paying for a 
resurrection at the nearest 
temple. On the other hand, 
you could always save your 
money and blow it all at 
Garth s Equipment Shoppe - 


he does a very nice line in 
daggers 

Considering they're 
confined to the top left hand 
corner of the screen, the 
graphics are pretty impressive, 
Most of the villains and 
monsters are animated, there's 
plenty of colour and a flame 
actually appears when torches 
are Jit. Mot bad, huh? 1 bet you 
think they could have done a 
lot with the sound as well, 
don't you? Well, you're 
absolutely wrong because, 
apart from a medieval title 
dirge there isn't any Mope, not 
a si ngie smidgeon, a squeak or 
asquirtanywhere. I hadtoput 
on my MU D greatest hits LP just 
to cheer me up. 

The Bard's Tate If is probably 
the b esf ro I e- p Fay i n g g ame you 
can get-sofar- forthe Amiga, 
It's very well-presented and a 
lot more challenging than The 
Bard's Tale f and while the 
pians for an Amiga version of 
Dungeon Master have been 
sheived, probably the only 
game that will improve on it is 
The Bard s Tate fit. So - loaf on 
down to your nearest Amiga 
stockist and get it. 


ATMOSPHERE 77% 

PUZZLE FACTOR 74% 

INTERACTION 70% 

LA5TABILITY 84% 

OVERALL 80% 



LORD OF THE RINGS 

MELBOURNE HOUSE 
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SOLID SOLUTIONS 

Last month HarFy left you 
standing at the gates of Bree 
with ail your mates. Go back to 
Tom BombadiF's house (NW, S, 
W), Give a sword to each of your 
friends and get ready to move 
into the town of flree. Make sure 


that they're following first and 
then move N and SE twice to 
reach the gate, Knock to alert the 
gatekeeper, When he asks you to 
identify yourself, type in SAY TO 
KEEPER 'UNDERHILL', not Frodo, 
whatever you do. You should 
now be able to pass through the 




With a bit of 
hefp from some clever 
dogs Paul Hardy and 
Jonathon Dale (not that 
I needed it), here's a few 
hints to keep you going, 

TOWER OF DESPAIR: If Malnor s 
scream rings painfully in your 
cover them, Join the rods, 
then insert them. Ifthe orb's too 
hot to hold get it with a 
^auntletted hand, You tan only 
jumpthe chasm once! To pass the 
Demons at the beginning go to 
the courtyard, mount the stallion 
and go east until you outrun 
them. 

HOBBIT:Tell Bard to shoot the 
dragon, 

WEREWOLF SIMULATOR: In the 

hall of records, SEARCH UNDER 
Jones, Morris and Doyle. In the 
library, ask the librarian about 
werewolves. SEARCH BOOK until 
you find an interesting one to 
read. 

DEMON FROM THE 
DARK SIDE (Kill the Red Dragon 
with the Sword of Truth, Give 
Cerberus the bone. At the 
bottom of the stairs EXAMINE 


gate into the cobbled square of 
Bree, 

The three doors leading away 
from here need to be treated 
very carefully. Don't go North, 
because that takes you straight 
into the arms of the Black Riders 
plotting your untimely end, If 
you feel a bit peckish you could 
make your way South to the 
General Store for provisions but 
that Isn't absolutely necessary. 

The Yellow Door to the West 
leads to the Long Low Room 
otherwise known as Barfiman's 
Tavern When the landlord asks 
your name, answer Underhill. 
Explore the room to the West. 
When you return, to the bar, 
Barliman gives you a letter, ft 
informs you that Gandalf won't 
be able to make it (sob, sob!}. 

But what's this? There's a 
stranger in the room, Say hello, 
then Listen carefully to what 
St rad e r sa ys a nd wh en he a sks you 
to follow him wait twice before 
taking the meal and going East, 

Follow Strider all over until 
you giet tg the Bare Hilltop. 
There 5 a flat stone here with a 
message from Gandalf. 

When Strider stops along the 
Broad Paved Road, it's time to 
deal with the Black Riders, And 
no, I'm not going to tell you what 
to do then. If you can't work it 
out for yourself, you'll just have 
to wait for next month's 
instalment, won't you? 


STAIRS, BREAK STAIRS, GO HOLE. 
Ca r ry Wi se a nd t he l it to r ch i n t he 
room of darkness, Herne wants 
his horn back - it's the one you 
used to summon Charon the 
ferryman, Outside the oak door 
you need some HELP. 

TEMPLE OF TERROR : Move the 
rock to ente r t he te mpl e. U se th e 
spoon to prise the lid off the 
paint pot. Use the paint to paint 
the glass cover to make a mirror. 
Use the mirror to deflect the 
forcefieid. 

ZORK 1 :Carry the garlic to get 
past thevampire batand pray at 
the altar to get the coffin out 
Wave the sceptre at the falls. 
Givethe eggtothethief to open 
it To get the brass bauble take 
the clockwork canary to the 
forest and wi nd it up, 


ZORK 2:To open the door in the 
ti ny room, put t he m at u n d er the 
door and open the key hole. Put 
the fetter opener in the lock. Get 
the mat. To get the candy in the 
team room, get all of the cakes. 
Eat the green cake and go east. 
Throw the red cake at the pool 
and get the candies, Go to the 
west and eat the blue cake, 

ZORK 3 (Give the bread to the Old 
Man in the Engravings Cave. To 
cross the lake with the lamp, put 
it in the chest and close it. The 
table in the Scenic Vista changes 
number - touch it to be 
transported, 

RED MOON:To get rid of the 
watchdog, put the pills into the 
meat ana feed It tonim.To cross 
the line, rub it out Drop the 
lump of chalk into the acid. 



CLEVER 
ONTACTS 



[found this list scrunched up in Harly sdamp back pocket along with 
a couple of cute and juicy ferrets - they won't last long. 

□on t even think about ringing someone in the middle of the night 
" a Pf I e adventurer dipped i n tabasco sauce makes a tasty midnight 
snack. If you re writing, remember to include an SAE - unless you 
want to get Chucked off a bridge. 


Heroes of Karn,. acred of the Rings 
Gremlin*, Voodoo Cattle, Zhti la la ?i m 
Mugs* s Seven ge, Tropi cal Adventure. 
DracuEj, Holy Grail, The Pawn. Return to Oj 
Master* of 1 he U n ivers* , Robi rs of Sht-rwood 
fourth- Protocol, Price of Magi*. 

Chfiitoph-e Bra**trt, 67 rue dr I'Abbe 
L enure, 592CH3 TQURCOING. France 

Tower of Despa T. Dracula. Apvernurelarsd, 
Z‘rn ZalaBim.Cast'e of Terror. Time Tunnel 
Eureka. 

John Pttericin, % Br«cadale Road, 
Baillieston, Glasgow G&g 
T*l:«1 771 77 Z9 

MorPorts Quest, Spiderman, Hacker 

Nigel 'NediHlj' Rkhardipn 
Tel: 91 360 0375 

The Golden Baton Worm in Paradise 
Hobbit, Fourth Protocol fPt J only] 

Andrew Blackman, 133 Ashen Drive, 
Pkrtford, Kent OAt 3LT. T*h 0122 7BS87 
5 JO-0. 30pm 

Dungeon Adventure, Lord of the Rings, 
Quest for the Holy Gra.l Hampstead, Lord* 
°t Time, Int a Curie, t imon-age Islaors P la net 
of Death 

David Lemon, 14 Horton Ha«, 
Dunfermline, Fife KYI 1 4RH Tel - P183 
728353 after Epm ManTrl 

Leather Goddesses of Photos, Zork I I. 

Tprro rmohnoi. Never Ending Star*, Heroes 
of ram, Mission 1, Gremlins, Robin of 
Sherwood 

Ron McXenjfie, 3 Silvarjtrearn, Frey strap 
Haverfordwest, Dyfed SAfil JSN 

AdventureJand. SubSun Sc, Heroes of J£am, 
tmtfure of Karn, Munroe Manor, Hacker, 
Chasik Adventure, All early Infocom titles, 
iinvter, Gurld Of Thieves, Plundered Hearts, 
Dr^dula.. H^lchhikrf'Si Guid^ Mmdshfldow, 
Tracer Sancton, Wj*hbnnger, Trinity The 
Pawn. 

Oiris Fleming. 3:35 Meola ftoad, Pt Chav 
Auckland!. N Zealand. Tel: 067074 

Voodoo Castle. Heroes of Ham Piiate 
Adventure, Ten Little Indians, Hobb-C Lost 
City, Gremlin*, Wizard of Afcyrz, Quest for 
the Hoi \f Grai I, Jim Sa la hi m, I sla nd 
Adventure, Castle Draiula. 


Paul Flanagan, 6 COrry^ Selleef , Cq 
F ermanagh, N Ireland. Tel: 936565 594 

The ri&bbil, £rik the VJk.ng, Castle of Terror 
Eureka, Voodoo Castle, The Counl, Heroes 
M Karri, Empire of Karn. 2grk I, Zork III, 

E a-adut, Ult im a in. The Boggit , Lor ds of Time 
Never ending story, the Hulk, Tem pie of 
Ter ror, Ul t ma i V, Sea base Delia . K end l( a 
Valkyrie 17, Sherlock.. The fourth orotocol. 
The Helm, Wizard of Akyrz, Perseus sod 
Andromeda. Lord of the ring* (part T) 
Emerald Isle, Quest for the Holy Grad 
Hacker, Colossal Cave. 

Steven Kelly, 4 South View. Whins Lane, 
Simonjtone, Burnley, Lancs BflIJ 7QU. Tel: 
9Zfl2 74765 {between $pm and 19 pm]- 

The Hobbit, Seabase Delta, KffltilJa, Zzzr 
5pytrek, Robo City, lm4oinat«Qn, Demon 
Knight, Kooya>hi Naru, Tower of Despair 
Time Tunnel. Citadel of Chao*, Eureka 
Sorcerer e-f Claymorgue Castle, The Quest 
Fpr The Holy ■Gfdil, Rigelj Rtvenge, Sfre-iha. 
of Atsuh (part one), Football Frenzy, 
Velnor'sLai' 

Paul Hardy, 33 Fir Tree drive, Wales, 
Sheffield 531 ill 

Hitch h ifcer's Guide, Zork I, ZOrk It, Planet f n II 
Leather Goddesses, Cutthroats, Infidel 
StationfaFl 

Div* Rogers, 1 5 Elm Terrace, Westfield, 
RaditMk, Bath, Avon 8A3 3XP. 

Amazon, Borrowed Time. Castle of Terror, 
Castle Adventure, Computer Adventure, 
Qracu-a pert 1, Grand Larceny, Haunted 
House. Himalayan Adventure, Labyrinth. 
Mad Mummy, Mmdsbadow, Murder on the 
Waterfront, Never ending story, Ninpj, 
R^ka-tua Vofcii no. Scroll of Akhbar, Sea base 
De-lta.I-lver Mountain, Subsunk, The 
floggit. The Dallas quest, TbeHobbil, Ultima 
rv, Voodoo Cattle, Zork I, fork |l Zork m 

Mario Mpelfer, 3B -fijeeHvale Drive, 
GhMnvale, 3547, Vic. Australia, 

Ultima IV, the Bard's Tale, Voodoo Castle 
fhflrtcasie |, Never Ending ilory, Draoufa ' 
The Prince of Magic, Borrowed Time The 
Pawn, Seabase Delta, Deadline. Zork III 
Wishbringer. 

Derek Wong, *i Ingram Road, Tftomton 
Heath, Surrey. CR4 0EB 


Hitchhiker's Guide, The Hobbit, Lord of the 
Rings, The 5hadows of Mordor, Guild ol 
Thieves, Jirutler, 

Warren Lee Melia, 1 Thornhill Avenue, 
Rishton, Slackbom, Lines, BBl 4EZ, 

Casrle ol Terror, The Hobbit, The Hulk 
Mmdshaddw, Holy Grail, Redhaw*. 
5-howball, Subsunk, Twin Ki ngdom V-ilfev 
Voodoo Castle 

Jeff Gil Ian, 59Tynedal* Crescent, Ptmhaw. 
Houghton— L*-5pring, Tyne and Wear, DH4 
7KtP. 

Jick The Ripper, Dracuta, Kayleth, 
Mmdshadow, Never Ending story 
Derek icon, St. Peter's College, Seltley 
Bintfihrvgham, B8 3T£. 

Starcrpti, Suspended, Suspect, Leather 
Goddesses, Zurk I, Zork n, Zork IN, Drjdlme 
Planetfall, infiddl. Cutthroats. Ballyhoo 
Lurk Horror, Seatulker.. Bureaucracy, 
Trinity, Moonmist, Hollywood Hijittjt, 

Hi tch n iker s Gurd e, Wisnbr inger. Sorcerer 
SpellbreaJcer, Enehanrer, The Pawn, Ultima 
L UHima Itl. Ultima IV, Sherlock, Gremlins 
The Hulk, TerrgrmoJmos, The Fourth 
Protocol, The Hobbit. 

B-Hy Kavanagh, 49 Drake Half, 
Westhoughton, &*ltors, BV5 ZRA 

Never Ending Story, Zzi£. Quest for the Holy 
Grail, 

Tony Kionear, 49 Wamwnght Avenue. 
Hutton, Brentwood, Eitttt, CM 13 252 

Bafly H<so„ Bored of the Rings, Borrowed 
T me, Deadline, Emerald Isle, Enchanter 
Eureka (German. Arthurian. Roman) 
Gremlins, Hitchhrker'j Guide to the Galaxy, 
Th? Hobbit, Leather Goddesses qf Phobos, 
Mind SKadaw, Munroe Ntoonmist 

Pirate Adventure, pljnetfail, Planet of 
Death, Kn .ght Ore Pt 1 , 5east a Iker , 5hi p d! 
poum, Spefl Hceaker, Spider man, Slarcrpis, 
Station rail, lass TifWfrs, Lurking Harror 
Tracer Sana ion, Valkyrie 17, Very big cave 
adventure, Wishbringer, Worm n Paradise 
Zork I, Zork |l, Zork Ilf. 

Ian Gay, IS Earsdon Close, WestdeotOn, 
Newryutle upon Tyni, NE5 JflL 

SMASHED, Dratuia, Frankenstein. Kthtilla. 
Quest ForThe Holy Grail, G nome P an □ er I 1 1 
Eu re-ka II, IV, Zi m 5*1* B i m. Cricket Crazy l 

WChWrt Pi'e Rd, Gleadless. 
Sheffield, 512 3HR. 

The Hobbit, Stistalker, Trin>ty, Leather 
Goddesses. Beurocrady, Hitchhiker's Guide 
Station fall 

Carl Kuttelwascher, 6 Rohm Hill Drlv*. 
Cambedey, Surrey. GUIS 1EG 

Enchanter, Zork i, IL III, Slaiionfall 
Plundered Hearts, The Pawn, 5hadowoat( 
Wishbringer 

Julian Lovecfay, 23 Herbert Road. Emerjon 
Park, Hornchurch, lsse*,ftMl1 3LM. 

Heroes Of Karn, Empire of Karri, Dracgij 
5e abase Delta Sp^ci-ma n , Hul k , Izzz , Quest 
f Or th e Holy Grai I, Lord of the Rings, P^me of 
Mag|ik, The Pawn., Twin Kingdom Valley 
A fii d ge, A CarwalJif Avenue, Clifton, Bristol 
R55 4PP 

Twin Kingdom Valley, The Hobbit 
Hdch hiker's Guide, Return To Eden 
Terrofmolnos, Dallas QuesL, Jmrter, Deia 

Vu, 5h .iciowga te. The Th ree M usk atee -s 
Pludered Hearts. 

sieve-n Coomber, 6 May$f|«ld Close 
Portishtad, Bristol:. B5Z0 9ftL. T*|- 0271 
B44218 ($-9pm> 

The Hogg it, Hulk, Kiyleth, Kobyasln Narg 
Sherlock. 

William Stephenson, 10 Inchcolm T«na«, 
South Qu#*nsferry. WestLnthian, Scodaod, 
EHJ0 9UA 

Corruption, ass Tl^nes m To-netown .< , r- . - ' 
Quest I II. w 

Simon Ball. 1A Cnslle Flati, South street, 
Aihhy.<f*.|a-Zc*uch. L*i-CBSter*hire LEfisao 
T*|; GS3C4151G3 {5-TDpml 

Zzzz, KentiNa, Seabase Delta, Token of 
Chall, Pirate Adventure, Voodoo Castle 
Sp*cy Odyssey, Buckaroo eanj-ai, ftedh^L 
Kwah, Colossal Adventure, Dungeon 
Adventure, Impossible Manors, 

Advinturelan ti . Lord of the R. ngs 
Labyrinth, The Count, Rebel Planet, 5e* of 
Blood, The Sard's Tale J and II, the 
Ripper, Legacy of the Arvoenls 
Fra nk ensta, n, Book Of The 0^4, Temple Qf 
Terro r, Heverend ing ttOry, Deja Vu Masters 
Qf The Umverse, Fourth Protoccsl 
Paul Shields, 35 Threihefford. Basildon 
EsSC*. 5S16 5LJB 

Zork II, GnomE Ranger, Krught Ore (part 
Odef. 

Steve Parker, 13 Elizabeth Road, Seaton, 

East Devon, EXT? 2 D5 
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In the twenty years that he’s been 
involved with computers, THIS is the 
series Mel Croucher has been waiting to 
write! So in this, the first instalment of a 
new series, he brings you comedy, 
tragedy, horror and farce, and a sincere 
hope that you enjoy his compilation of all- 
time classic computer cock-ups: 


DATELINE: Indiana 


Australia, June 1987 


Long queues from outside 
many of the 1 ,300 branches 
of the Westpac Bank, after 
massive computer failure 
allows cash dispensers to 
pay out unlimited sums of 
money to regular customers 
and total strangers alike. In 
central Sydney, tramps and 
winos set up a well- 
organised cooperative 
system with Jts own 
stewards, allowing the city's 
down-and-outs a 


communistic maximum of 
500 dollars each, Bythetime 
the error is spotted, the bank 
is down by millions, but at 
time of writing is still too 
embarrassed to put a figure 
on the cock-up. It seems that 
international cash 
transactions were also 
without any controls for 
several hours, and foreign 
devils gleefully ripped off 
millions electron ically T 


The personnel officer of the 
Fort Wayne Department of 
Education is sued by Mr 
Denis G. Walker, on the 
occasion of Ns retirement. 
The word-processed 


citation thanking him for 
years of faithful service has 
been run through the 
Department's new 
automatic spellchecker and 
begins 'Dear Penis 


DATELINE: Thule 


Greenland, October 1960 
» » *'■ ♦ "* * »*"» y • ; v. * v vi v #"• v. 


The Third World War begins 
when the NORAD eariy 
warning system indicates 
that the United States in 
under massive attack by 
Soviet missiles, with a 
certainty of 99.9%, and 
NATO h its the Red Button to 
retaliate. War is averted only 
after a computer operator 
realises that the Ballistic 
Missile Early Warning 


System radar has informed 
its computers that the 
missiles are homing in on a 
very familiar flight path. In 
fact, a flight path that is older 
than mankind itself. Yes 
folks, nobody bothered to 
inform the machines that the 
Moon rises, so the computer 
reckons it’s an enemy 
missi I e and orders u s to nuke 
it! 


DATELINE: Malvern 


England, April 1967 


The expression 'a sticky basis T and normally change 
situation is given a whole over on the first of each 
new meaning when a month, or within a few days 

European advertising On the first of the month 

agency experiences head following the computer 
crashes and damage to disk cock-up, 27 sites have 
drives over a three month posters changed several 
period. The data base for times within a few hours, 50 
advertising hoarding are not changed at all and six 

bookings gets corrupted have more than one pissed 
and is swapped, but what off poster paster turning up 
the programmer doesn't at the same time, in one 
bother to check out is the spectacular dispute two 
fact that back-up disks are men are hospitalised after a 
also corrupted. Posters are battle of sticky ladders 
booked on a calendar month 


Highly sensitive secrets from 
the Ministry of Defence 
Royal Signals and Research 
Establishment are 
discovered by a computer 
student on a second-hand 
machine he buys at an army 
surplus store. On the 
computer's hard disk over 
Cl 500 of applications 
software is lurking, and the 
data includes a complete 
breakdown of past and 
future budgets, design and 
manufacture programs for 


equipment, classified fifes 
with special 'self destruct" 
security codes, full staff 
details, research details and 
the security systems used by 
the Ministry of Defence to 
protect secret files. The MqD 
are still suffering from brown 
trousers because a second 
similar computer has yet to 
be tracked down. The price 
that the student paid for this 
saucerful of secrets? Forty- 
five quid! 
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Today newspaper suffers stones that have been keyed 

heavy losses during its first in. Several journalists, 
few months, after owner including the City Editor. 
Eddy Shah has heralded his give up the struggle and bin 
new creation as state-of- their terminals in favour of 
the-art computer card indexes and bashed 

technology. Eddy Shah now typewriters. The situation 
blames the financial mess on goes on for over 100 days 
computer disruption after it before anyone has the bright 
discovered that the paper is idea to check the power 
suffering from electronic supply. Today is about to go 

sabotage. Every time the air down the tubes and is 
conditioning cuts in the eventually acquired by 

computers go down. Rupert Murdoch, 


DATELINE: London, 

England, 1985 


A Park Lane hotel runs into 
trouble with the tax man after 
the wrong VAT software is 
fed into its computer. AH 
billing and guest lists are 
suspended, and the check- 
in desk is described as 
■pandemonium'. The 
situation in several hotel 
rooms turns into something 


from a Carry On film when 
new guests are led into 
bedrooms which are already 
occupied by folk who can 
best be described as naked, 
whereas people trying to 
check out are unable to get 
their bills now that all records 
have been flushed down the 
electronic toilet. 


DATELINE: Colorado 


USA, February 1979 



The Eros escort and dating 
agency goes bankrupt after 
ang ry cl lent s blockade office 
premises, the car park and 
phone lines. After the 
installation of a 
computerised data base for 
match making, a temporary 
secretary has been too 
embarrassed to telF her 
employers that she doesn't 
know how to program the 


machine, and has been 
matching clients at random. 
For some reason clients are 
objecting to being paired up 
with partners of the wrong 
sex, age and inclination, and 
in one spectacular case a 63 
ear-old widower who has 
een sent totally inaccurate 
details about himself objects 
to being listed as ‘a playful 
virgin] ■* 


DATELINE: Apeldoorn, 

Holland, August 1987 


Mrs, Russ Allen, marketing 
officer of the Chapter Art 
Centre, bans computers 
after they try to sabotage his 
entire establishment. The 
machines are fed 
information for three months 
before it is discovered that 
the system has never 
worked at all. Mr. Allen says, 
the machine ate all our 
information, including all our 


historical records, and 
refused to disgorge the 
material’. Imagine all our 
records built up over a 
decade simply thrown into 
the waste paper basket and 
hurled into oblivion. The 
machine is sitting like a 
malignant being in the comer 
with nobody daring to touch 
it again! 


The supplies clerk in the US 
army base places a 
computerised order for 
spare parts. Unfortunately 
he types in computer part 
number 4772 Instead of 
4972. Instead of a modest 
little order requesting the 


head! amp for a jeep, a seven 
ton marine anchor arrives on 
the back of a huge truck. 
Believing computers to be 
infallible, nobody bothers to 
question why an army base 
1 GOO miles from the coast 
needs a battleship anchor. 


DATELINE: Ferrara, 

Italy, May 1983 


Signor Victor Alfredo 
Guilletto receives a bill from 
the newly computerised 
local telephone authority. 
There are only three things 
wrong with it: one, the bill Is 
for the equivalent of two and 


a half million quid; two. 
Signor Guilletto is not on the 
phone; three, he can’t 
protest without a Ouijah 
Board because he died in 
1948. 


DATELINE: US Command, 

Europe, November 1956 


DATELINE: Cardiff, 

Wales, 1985 


Three, a British bomber has 
been shot down over Syria 
by Russian M1G$, Four, the 
Russ i an naval fleet i s mo v rng 
through the Dardanelles, 
The nuclear obliteration of 
the Soviet Union is cancelled 
when the aircraft over Turkey 
are sighted and found to be 
a flock of swans, the MiGs 
over Syria are a small official 
escort for the Syrian 
President, the British 
bomber reports in to say that 
It has mechanical problems 
and the Russian fleet is on a 
scheduled exercise. 


While the British are losing 
the war in Egypt, and the 
Hungarians are being 
invaded by the Russians, 
four computer-monitered 
events conspire to trigger off 
NATO's standing order 
response pFan, At this time 
the plan calls for ’a single 
massive nuclear attack on 
the Soviet Union / The 
events monitored are as 
follows: One, unidentified 
aircraft are flying over 
Turkey, heading West. Two, 
a hundred Soviet MiG-15 
fighters are flying over Syria. 
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Vm feeling a btt sorry for myself this month since I, the 
famous Lloyd Mangram, have been put into black and 
white- oh well, I hope the content of the R rap will add 
a bit of colour. Who knows, the mono might suit my 
nature (mumble mumble) . . , Anyway, onto the hard 
stuff: we’ve got some really c-r-a-z-y people writing to 
this section of the mag nowadays, from someone who 
thinks they're the Cookie monster to a semi-human 
with no sense of humour. Oh, and there's an all-new 
section, 'Pilchard of the month’, awarded to the most 
abusive and cretinous Jetter we receive. First off, 
however, is the winner of our shaggy dog story mini 
competition . . . 

SOFT, STRONG AND VERY, 
VERY LONG 

(Gordon Houghton in love affair with Andrex puppy 
dog shock - exclusive) 


Dear Lfoyd, 

On the 1 7th of August I received 
a tip off from Mr of 2ZAPf 
TOWERS, Ludlow. So, being a 
reporter of The Sun newspaper 
potential, I followed up the 
allegations that Gordon 
Houghton the Editor of ZZAP! 64 
was having an affair with the 
puppy dog of Andrex TV 
commercial fame. I followed Mr 
Houg hto n to 1 7 The H i g h Street , 
Dyfed, the home of Mr Chariton, 
owner of Sian, the Andrex puppy 
dog. Mr Houghton went inside 
and 1 5 minutes later he was 


seen leaving with Sian, hand-in- 
paw r They then left for Mr 
Houghton's apartment where 
they went Inside and closed the 
curtains. Mr Houghton refused 
to comment but we did manage 
to get comments from Sian and 
Mr X 1 . Sian said ‘Woof, Woof* 
while Mr 'X' said why aye man', 
Steven Howard, 111 Higher 
Drive, Oulton Broad, 
Lowestoft, Suffolk 

Wed we thought it was funny f 

LM 


AMIGA ‘BACON’ REACTION 

Dear Lloyd, 

Flipping through the pages of this month s ZZAP!, \ was 
surprised to see the continuation of the debate concerning the 
inclusion of material relating to the Amiga in your excellent 


AT LAST! 

COMMODORE SPARES 

AT DISCOUNT PRICES 


C3A 

6526 

£1 1.95 

ROM 

90 J 227-01 El 4.99 

MPIJ 

65J 0 

£1 1.99 

ROM 

90] 225“ 0 1 

£9.99 

FLA 

9061 14-01 

£9.99 

SOUND 

65fl t 

£14.99 

ROM, 

901226-01 

E9.99 

RAM 

4164 

£2.99 


REPAIRABLE C(, A POWER SUPPLY UNITS £2tf,99 HOW £24.99 
AJ I rk-c* j nd lh3 t posi fc- piat-ki ng, hand] ing a nd V i id you r fa li I ty co mputcr 

and P.S.U. (or mi i matt* and repair from £9.99 + pam+ VAT. 

SEND CHEQUE/P.Q, ACCESS/V1SA CARDS WELCOME 

ELECTRONIC SERVICES 

17* VirTORJA ROAD WEST, CLEVELEYS, BLACKPOOL, PY5 5NL 
Tfl, (02511 & 227 QR 


TRADE LNOUlHtES WFL.COME 


Send la rue Ji.A.F fr»i kill NfS 
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publication. Don’t think that i'm jumping on the bandwagon, 
but I would I ike to as r my views on th is topics I and controversial 
subject. 

I owned a Spectrum forth© good part of three years, and the 
entertainment value I derived from it has been great. At 
Christmas. I upgraded to a C64, a step which I consider to be 
a good one. Obviously, the differences between the two 
machines are great, with extra colours and sound on the 64, 
and faster processing time on the Speccy - but both machines 
had a firm software base supplied by honest software houses. 

Imagine my initial chargrin when 1 read about the ST and 
Am iga. Two new m achi n es t h at blasted away the 1 ant iq u at e d * 
and ‘humble 1 8-bit machines. If I had waited a few months 
more, I could have bought one of the 16 -bit machines! 
However, as the months progressed and 1 established a f air- 
si zed soft ware col lection (with ZZA Pi's he I pi) I realised that the 
8 -bit trailblazers were far from their graves. Despite superior 
'peripheral' features on the more expensive machines, they 
lacked the main Ingredient that provided the hours of use that 
the 8 -bitters were still enjoying. Flashy graphics and wonderful 
sound may grab you at first, but without playability and 
hookability, how long will it be before the game lies on the shelf 
gathering dust? Despite a few good games that emerged on 
the new machines, there still has been nothing to use the full 
power of both machines (save perhaps /nfercepfor and Carrier 
Command?). 

Should th© Amiga be welcomed to the glorious pages of 
ZZAPf ? Several of your fellow competitors have already taken 
that step, but it is reassuring to see that ZZAP! waited and 
considered the prospect, if you take a look on the cover of a 
couple of ZZAPis, you will seethat a vertical band on the right 
reads 1 Month ty review for Commodore Software’. The 
watchword here is Commodore. Don’t Commodore make the 
Amiga? Also on the cover is a contradictory point: the title 
reads ZZAP! 64 r Staunch pro-64 fanatics might question the 
future title of the mag: ZZAP! 64 & 512'. 

Personally, I think that the inclusion of Amiga reviews is a 
good thing, giving us 64ers a chance to see what the future 
holds, for there is no denying that the 1 6- bit market will 
eventually eclipse the 8-bit one, 

Mark Dawson, Lowe soft,, Suffolk 

. . . The presentation is better than it 'sever been, and the new 
staff seem to be establishing themselves. Gordon seems to 
have the right ideas, and what shines through it all is that 
although the team may be young, they all have enthusiasm, 
and that is something that had faded over the years. 

The recent debate over Amiga Action has certainly made 
interesting reading! Personally, I think it’s an excellent idea to 
let us 64 owners know what’s happening on the 1 6- bit scene. 
There is am pie room for both machines to co-exist - let's face 
it, I'm sure if we could a If afford an Amiga and its software, we 
would all up-grade. As we can't, both machines will be for 
different markets, each with their pros and cons. Look at the 
better specification of 64 to the Spectrum shut people still buy 
both, and both markets continue to thrive. If f could, I'd up- 
grade and keep my 64 for these reasons. The 64 user base is 
too great for it to disappear overnight anyway, so let s have a 
look at the superb graphics of a game like Carrier Command 
on the Amiga, and let us all drool! 

Mr gl F Venus, Winchester, Hampshire 

I would toil Gordon about your fetters but he's engaged in a 
very defies te operation - munching his way through his fifth 
cream puff today. Any slight alteration in the air pressure due 
to a change in the clacking of my typewriter keys and he might 
explode . Oh -and sorry about the ' bacon ' bit - / ’mjus t feeling 
a bit hungry at the moment r 

Anyway , times are changing and we 're beginning to see 
ZZAPf more as a Commodore rather than a purely 64 
magazine. That's one reason why we've modified the 
magazine 's name this month - and it's still called ZZAPf, Isn’t 
it? A fterall , the computer industry hasn 'f been s landing still for 
the last three years , so why should we? Again, as we Ve said 
before , the 64 s tuff isn 'f losing out — if you calculate the percen - 
tage of review space given over to 64 games, you'll find it’s 
greater than that awarded to Amiga stuff. 

One more thing - what can we do ft for the last two months, 
we V© had twice as many Amiga games as 64? Do we sit back 
and lea ve these games unreviewed and pro vide you, the read- 
ers, with a magazine of 100 or so pages covering purely 64 
related issues and nothing else ; or do we, like in this Issue, 
expand the magazine to 1 72 pages to accommodate the extra 



Amtga stuff and some extra features we wanted to write? 
There's no reat competition, is there? 


LM 

THE CUCKOO 
MONSTER 

Dear Lloyd, 

Dis is Cookie Monster, and me 
going to bring you up to date 
with Sesame Street Software 
Scene, First try and say dat three 
times quickly with a mouth full of 
COG -Kies yum yum yum yum. 
Sorry, me get carried away 
(burp!) Anyway, on with 
software. From software house 
Tellycomsoft come 
Bigbirdbarian, the best-seller in 
spelKem -up field. From oriental 
masters Snufaiupagus Three 
come The Last Barely and it 
pretty good too. Two good 
budget games are Guy Blade 
and arguments between two 
gauches over a pet worm, in 
other words, Sfimeys Mine (no 
he's mine) they both deserve 
Silver Cookies so me eat them, 
for them, num num num, Ah dat 
better. Both budget games 
come from Code Monsters. 

From Elmocom, the adventure 
called Ernie and Bert Could 
Make Head Nor Tail Of it has just 
been released but it no very 
good. Tough cookies Elmocom. 
Last game today is favouie of the 
Count's from Grover Graphics - 
it is ten ... ten great games ha 
ha ha. Oh well dis cookie 
monster saying bye bye. 

Cookie Monster, Glasgow G41 
4DF 

Wei ! ... er . , P Mr Monster, 
you 're a complete and utter 
raving iunatic , but we thank you 
for that interesting contribution 
to our topical discussion page - 
the page where everybody's 
vre ws are heard (cuejing(e). And 
now we go back to the studio for 
the latest news on amateur 
caber, toss mg in A task a . Today's 
reply was brought to you by the 
letters L and M. 

LM 

MR LOGIC 
WRITES 

Dear Lloyd, 

Not being a person to fuss over 
minor cock-ups (?) I have never 
felt the need to write in to ZZAP I 
and complain. Until now. Way 
back in Issue 35, wee Paul 
Glancey joined the ZZAP? crew. 

Big deal! H e was bom in a canoe 
in Lake Michigan, Cor blimey! He 
has n ever been to America. Lake 
Michigan is in America. Weird. 
When he joined he was 16. His 
bi rthd ay was on May 1 2 so he i s 
now 1 9, He was bom in 1 9?6 
which makes him 1 2. 1 hope that 


was just a printing error. 

Andrew Head, South 
Humberside. 

Your parents ha ve obviously 
omitted to inform you of one 
major aspect of fife. Have you 
ever looked ail the way down 
that great expanse of checked 
Millets shirt , down those 
corduroy trouser legs, right 
down to the very sole s of your 
Adidas sneakers and thought 
there was something wrong? 
Weil, Andrew , don't get too 
worried about it, but that missing 
link is a sense of humour, John 
Noakes has one , so why ha ven if 
you? 

Send your mother out to get 
one straight away. 

LM 

HOW TO 00 
IT 

Dear Lloyd, 

Recently you have been 
receiving letters about people 
using their Commodores in 
different ways (like Benjamin 
Dehkas with Psychedelia, and 
Brian Wheeler with Outrun). 

My friend and I decided to 
incorporate Brian's idea on 
Project Stealth Fighter. I sit 
behind my friend's chair as he 
plays and each time he has to 
eject, I throw him out the 
window. Good eh? 

Donald Flemming, Broughton, 
Lancs. 

Remember kids, Donald is 
highly skilled and knows exactly 
what he is doing. This is not 
something you should try at 
home. 

LM 

ATTACK 
OF THE 
MUTANT 
BRAIN 

Dear Lloyd, 

I came in the Texas where the 
magazine and a Newsfield 
Publication - ZZAP! 64 not here 
in the shop. Why? And in the 
texes the game is out, same 
before! Why it's no new game? 
Please write the lette r for me 
Tnak you 

John Afhinson, Scarborough 
H. Yorks. 

I am deeply sympathetic to your 
pfight and recommend that you 
consul! another brain surgeon 
immediately. This sort of 
unprofessional practice should 


not be allowed to continue . 

LM 

HA HA HA 

Dear Lloyd, 

I was looking for each word from 
the list of ten , a nd ringing it in the 
word square when a faint smile 
of joy spread across my face as 
I came to the last word, But then 
- oh what heartache - 1 cou Id n 't 
find it anywhere. I searched 
fra nt ically for the Z which beg I ns 
the word. 

Several hours later I breathed 
a s igh of rel ief , I had to und th e Z. 
But then heartache and yet more 
heartache the word didn't join 
the letter in any direction. So I 
had no other choice but to go 
into a state of mental depression 
and write this letter. 

I have entered the competition 
anyway without the word 
marked down (because I 
couldn't find it) and I don't know 
whether it will be accepted or 
not. Please help me. 

Simon Jones, Northwood. 

Take your pick from any of the 
following excuses ... 1) Er, ha 
ha. It was a little joke. 2) 
Weeeellll, the competition was a 
BIT easy, otherwise wasn't it? 3) 
Sorry, it was a mistake, and Paul 
(the man responsible) has been 
severely tortured. 

LM 

QUESTIONS, 

QUESTIONS 

Dear Lloyd. 

1 . Why has everybody 
suddenly started asking 
loadsaquesticns? 

2. Why do they number them 

all? 

3. There won't be a point 5, 

4. I was really lying. 

5. See, I told you I was lying. 

6. I know all about bananas 
anyway Mr Bananaman, 

Bye for now 

Robin Badcook, Wakefield. 


Zzzzzzzzz . , , Uh? Sorry, what 
was that? 

LM 

, , . After remaining a casual 
observer to the rantings of the 
notorious ZZAP! Rrap, I have 
finally decided to yield to the 
cravings of my (metaphorically) 
homy pen: 

1 , Firstly, I hate those half- 
baked dickheads who insist 
upon n umberi ng their stu pid . 
ignorant unconnected 
comments because they 
can't be bothered to 
articulate their views into 
proper., logical prose! 

2 , What happened to humour in 
this section? All we seem to 
get now is a few 1 4 -year-old 
pseudo intellectuals who 
continually tell us how piracy 
may be justified by applied 
Freudian analysis ('Well, you 
see, copying games makes 
me all warm an ' tingley . , . 
yeah, right here . . . r ) 

3, Pleasecan we stop the mass 
debate on piracy? No one 
will ever change their views 
on it: the argument is 
exhausted. 

4, There is NO!! point 4. 

Ah well, back to the world of 
dreams. I feel much better now, 
thanks. Seriously though, I think 
you can see my point, i feel the 
magazine is getting stronger and 
stronger. All the best! 

Stephen Murray, Hebbum, 
Tyne and Wear. 

PS - Who is this genius 'The 
Banana' (Issue 40) I love he/she/ 
it and I want to have his/hera/its 
babies. 

What do you mean there isn't 
any humour in ZZAP!? Haven't 
you heard the one about a tea- 
fairy trying to pass himself off as 
a ZZAP ! reviewer by currying 
favour with afa.,. (oh, heilo, 
Gordon) . . . ntasticaffy brilliant, 
rich and attractive editor? 

No, nor have K 
LM 


. football i cibciet 

SPORTS SIMULATIONS FROM E & J SOFTWARE (EsL 3 Tears) 

, iW * OXBSC Stiairjv Samis; pcW -itti OftWE E F£*Uff K; FttXrrs ' 

ff: CAN I’m) 444 M O' 1*67 f\*t it Isam* Hw 4 truly IJh^„ i CtmtMTi'wBi* Tnrafcr Huksi Fralut 

5 m ■ Cw. nu ng ■ Ji* tmtn ■ Dodurjp • 54^ CAftB ■ MUCH MOW 1 

JWWCW ff THfBPp CQWm -£ RHWEW 5 HUATBN TOj CM H*™ | 44 , Im a • ton tfy shm &rf ■ 5 
■ HFtr SU»QHKtDautfe 1 kll 4 S**» ■ T x 1 ii !irra m ? & -w. „„ 

W StWM, QiShmS 

limes. OittjLjmfl -ihH; SMfflftfl !W k*jiy Tint, PhhQh, SOGlwHp . MJCH MSF£' 

nwv •#- rr w M tartU Cm EOWL mry r« CPW.. Fkt Ndo. Com ■ MJCH VJCh WDfl- 

SSS 22 SSS?SSS 5 1 f* 0 * ^ ^ 

ZEEl n SJfE * * 1 FWS o) flymen . Wet I Fit* tout - 3 W LmN ■ 

S 2 T Ml. iSWS®!! ■ ■ "‘fl 1 Opto, « j 

• • T VI OH U 9 QE! F¥ce h pad if CHCHET kWT.TEl Sdhr.UwftT 


PflfMf H H 

EMQ^ANl 

Wn 4 .D£HAMACHiS 

dKunnusTpt 


SCflttrjr 4 rv*J+ 1 M 
aoc+3 
aw Eiijss 

M.Sa E 1094 

H.S Eia^a 

ST .35 £|f.B 5 


Ijm-wjcH 1 1 ZB 

Tw: 5WD* 

£T.*i sum 

cr* tin.iL 

Er» ETD.I 5 

H 96 EH Qd. 


¥Q*c 
Ell 35 

HA iv^ 

U.!H £MB5 

ta.« 


’a;.- 

£7.35 


Z J T * ^ tf hp Igmwa • W *t fc ef£3 » Ppp 

AS. it h4l [f ne.y t fumpj AvAhn' AT gtmts p* i^qc, non hu 

Jf . Pnt^,vn lT uA. .j tfJE r IBaitKjeUW S r4Tf KACmT-WO !Mf priBK 

Swrftaf iJSQfTWAfit'Kwmtt, JXJtetmogJtawt f^rWef, iMMPmr UfJ 7U 


ZZAP! 64 November 1 988 39 






CHEESED 
OFF EGG 
PEOPLE 


Dear Uoyd f 

After reading the ZZAPI 
challenge (Issue 41 - 
September] me, Phi], and my 
good friend R ich were totally 
outraged that you should refer to 
the game Chuckb Egg as ' tacky 
and only recognisable by OAPs\ 
We spent the best part of our 
many years of 64 ownership 
frantically searching high and 
low for this most addictive game 
of atl time. It knocks the Gold 
medals off the so-called 
classics, ie, Spindizzy, 
impossible Mission and 
Mercenary as far as activity is 
concerned, Chuckb Egg a I most 
got a headline slot on News At 
Ten because of the hundreds of 
millions of people that were 
hooked on the game. It caused 
an outrage, leaving Mary 
Whitehouse in a state of turmoil 
that she has never Quite got 
over. 

So, you see, this "tacky game' 
is alive and kicking and if it is left 
to myself and Rich to keep 
Chuckb Egg going, we will 
battle through thick and thin to 
stop this game being left to die in 
the icy wastes of hell. 

Yours Livfdty, Phil H and RJeh T 

PS As we are upgrading to 
Amiga 500s - hurrah, hurrah, 
hurrah, no more shift and 
runstop, no more boring 
multiloads etc, etc - Are A 'n' F 
planning to convert? 

As far as / know there are no 
plans for an Amiga version. A 
pity because i used to enjoy 
playing Chuckie Egg until f 
accidentally mistook it fora 
piece of cheese and grated it 
into a moussaka. If anyone can 
get me a replacement I'd be very 
grateful L 
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Dear Lloyd, 

This letter is partly a complaint 
about disk drives. Firstly, 
whenever I try to load a game I 
can’t find the PLAY button. 
Secondly, when I get it going I 
can’t find the STOP button! I 
Lastly, and definitely not least of 
all, the cassettes don’t fit In the 
disk drive. (As you can see, 
reading instruction manuals is 
not one of my specialities]. 
Normally I get BIG 8EHTHA to sit 
on the cassettes so they fit. 

The main reason I’m writing, 
though, is because I wish to 
know ZZAPI’ s address. What is 
it f because I can’t send any fan 
mail until I know? 

Ihavea64. As wellasZZAP! I 
also get CRASH but their pokes 
don’t seem to work! My second 
query is: why can't you buy 
computer games in Mothercare 
(my favourite shop). 

By the way ZZAPI, I'm a bit 
short of ten pounds (hint, hint, 
ahem, ahem!). So my friend toid 
me to eat more. 

Arran Skinner, Barnet, Herts. 

Funny you should know Big 
Bertha . She sat on me once back 
in '62 and it was a very enjoyable 
experience. Unfortunately , f still 
didn't fit into the disk drive and 
we iosl touch. Perhaps you 
could put in a good word for 
me . , . 

LM 


T RuOk Yoj feaUsc- lX«.V i ifa>h 

like *uk /(?r/ M J cK. JkttVk f^ r '/oJKog ftv- 

Congratulations! After ten years of trying you’ve finally got your 
name in print - and what an achievement, what can / say? 

Well . . , nothing really , / think I it leave H up to the subject of your 
prize-winning letter himself - PG. 

(Thanks for your straight -from-the-shoufder opinion, Steve . but 
no-one here has taken your quaint remarks to heart, least of atl 
myself. If only you d included your fuff address, I couid have 
rewarded your honesty by sending you a little something - like a 
dead rat. i’m sure you could have been great friends. PG} 

LM 


Now those evenings are getting darker I’m 
finding less and less time to get on with my 
gardening and more and more opportunities 
for sitting down in an armchair with a strong 
cup of Ceylon tea. Happiness! Well, nearly: i 
can’t exactly sit in a chair for hours on end 
with nothing to read and I can’t keep inviting 
the ZZAPI team round. For a start. I've never 
got enough for Gordo to eat and that new girl 
Kati keeps wandering around muttering 
something about ancient Egyptians and 
making embarrassing comments about my 
physique. So, unless you want me to lose all 
my tea and hair gel to Paul and Maff, send all 
your thoughts, musings, moans and 
complaints to: LLOYD MANQRAM, ZZAPI 
RRAP, PO BOX tO, LUDLOW, 
SHROPSHIRE, SYS 1DB. J read them all, 
though i can’t promise personal replies - I’ve 
always been a bit shy that way. 
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One two three. One free too 


With Boots computer games you just can’t lose. Buy any three from September 
5th to November 19th and you get another one free. Just ask a sales assistant for 
the special Collect Card* and well stamp it every time you buy a game from our 
large selection of titles. With three stamps on your card, all you have to do is 
return to a Boots store. And then well give the game away. 


A better buy at m 


COJI FTT CARO OMV AVAIL AH LE until 22rd OCTOBER J98S ALL TITLES MUST COST £ ? 95 OF MORE AND BE F ( >H Mf SA L ’f COV r ’U'[R 
TNf FFFE OF FE.fl DDLS NOT T[i COMPIlAtlONS SUBJECT TO AVAIL A0JL IT V iN LARGER STORES ON V 


All pric es include VAT/deUvery \ | (TRYEHIOGE SOFTWARE DISTRIBUTION 



00-7 IS 

Previously sold asjExcelerator Plus’ 



A superb package represeFiiibgexlrerrieJy good value for money 
combining the Oceanic 00-1 IB disk drive (previously sold as 
E*c 0 lerator+ p } and the sophisticated GEOS system. Said by 
COMPUTES Gazette to have "'dramatic improvements over the 
1541 in quality and reliability*, the drive is a stylish and attractive 
compact unit featuring a cBrect drive motor and its own external 


gwwnne, a wTiiwitj wore processor and many 
Desk Accessories. Many more extensions available - see below. 


Oceanic OC-118 & GEOS £129.95 

Oceanic OC-118 & GEOS 

plus Freeze Machine £149.95 


GEOS Applications 


GEOS 64 ....... £24 95 

GEOFILE £24.95 

GEGCALG £24.95 

DFSKPACK+ 64/126 £2195 

GEOWRITE WORKSHOP .... £24.95 

FONTPACK+ 64/1 2B £16 95 

GEOSPELL £16 95 


GEOPUBLLSH >„ £32 95 

GEOPROGHAMMER £32.95 

GEOS 128 £32.95 

GEOWRrTE 

WORKSHOP 1 20 £32.95 

GEOCALC 128 £32.95 

GEOFILE 128 £32.95 


A ATARI AATARI 

520 STFM 



Special offer from Atari! 
Package contains 520 STFM 
computer with internal I Meg 
floppy drive, mouse, joystick, five 
disks of public domain software 
and £450 worth of softwarel 

Software supplied includes: Martsle Madness, Test Drive, Beyond ibe 
toe Palace. Buggy Boy, Eddia Edwards Super Ski, lead Warriors, 
Thundertais, Ranarama, Zynaps. Guadrafierc, Gtarquake Chopper K 
Roadwars, Xenon. Arkanoid if. Wizball, Black Lamp. Genesis, Thrust, 
Seconds Out, Summer Olympiad '8fl, Organiser Business Software! 



Only £349.00 


While stoat rs last! 



orcior 


All prices VAT.'deUvery Inclusive 

Next day delivery £5.00 extra 

Sent* cheque. P.Ol or ACCESSA/lSA detHieg 
Phan* with ACCESS/VJSA details 
Govt., Sduc. & PLC OlSriul nrdsrs webG-nM 
All QOOCfc subject to BvalabfSty E AO E 
Otwn to callers S days, 0.30-5.30 
Tib«: 333294 Fhk; C3&6 7B5354 


Evesham Micros Ltd 


63 Bridge Street 
Evesham 

Worcs WRIT 4SF 
Tel: 0386 765500 


AKli at: 1762 Kcrehoi? M, Coueridge. Dlnnan 
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9.95 1|,1S P HEARDS SOCO 1195 

6 95 ID 45 PHANTASM 12 95 

645 94* PQWHDROME 1X«. 

7® PHDTDNPAINT 4495 

6*5 945 ftLANFTAHIUM 19 95 

„ 10*5 WGL OF RADIANCE h5 35 

funjON 15.95 

694 PANDORA 13.95 

63* PKMH I595 

63* 10,15 OUAWALIEN 1JJ5 

E.35 10.15 ROCKET RANGER 17 4* 

S40 9 95 RjO AD •LAST'S ft* It 95 

1015 ROLLING THUNDE ft 163* 

fl* ROCKFQfflJ U.*S 

6«. 9.*5 RETURN TO<Vt NFS* 13.9* 

• 95 9.9* RETURN T0*TiA«ns It 9* 

0*0 49* 5ARCOHLPCHES5 H 45 

US 94* SKtCHaSe |4 45 

0 95 3 3* STAR. RAY II15 

0 95 9.95 SlfllRPOKtftj !T4J 

, 4u SUMMEROLYMPAD lj 9* 

!™ !S SMfRLOC* KIDDLE It 4S 

t« 5HAOQWGATF -1,99 

6 to 9.44 SENTINEL 1 -1 95 

lit , n «a*«H;KlU*E 13 95 

b’« SILfHTSERVICF 10 95 

tSt !II STAhEHET 16 95 

H3 Ml STA6GL1DER 15 95 

cal 221 6TARGUDER2 H.H 

|-S5 ’ I® *7A*WAP;5 13 « 

!2r .2!I « oivwoER ?.» 

t« III J5S3S: rfi.as 

99* ThWEFSTOOGES 19 M 

h „ r 10.M 

K III test DRIVE nn 

69* 3.35 TIMEAMaGiE 119* 

*■” UNIV MILITARY W 10. 9S 

S™ 2!I ww* ’ j -« 

$W 995 VERMlNATDil 1*9, 

WHIRLIGIG 1:345 

21? WCSALL 13 55 

695 64* XENON 1695 

20RK2 iik 

2YNAP5 1*45 
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SPECIAL OFFER: 11 OFF all orders of £T0 of mofEi reived by iQMovemhec t96g 
Please $end cheque/PO/Access yisa No and expiry date to: 
TRYS RIDGE LTD, 72 NORTH STREET, ROMFOftD, ESSEX RM11DA 
Please state make and model of computer when ordering, 
P&P inc UK on orders over £5.00, 

Less than £5.00 and Europe add £1.00 per item. 
Elsewhere please add £2.00 per item for airmail. 

TEL. ORDERS: 0706 765271 






BE E/vitYN HUGHES n 
AISID : WIN SOME 1 


SHOES' 51 ” 


•Audiogenic f 





MAKE MINE AN 
EMLYN COMP, 

2ZAP! TOWERS, 

PO BOX tO, LUDLOW, 
SHROPSHIRE, 

SY8 1DB 


It's a funny old game being a 
soccer star. One minute 
you 're a 70s f ootbal I hero with 
long trendy hair and even 
hipper {cool, man} sideburns- 
You’ve got a cheesy grin, an 
even cheesier laugh and some 
cheesy feet - and you score 
goals . . , well, not that many 
goals. Next minute you retire, 
become a TV star - thanks to 
some vary fetching jumpers - 
meet Princess Anne and make 
a lot of money using your 
cheesy grin. Ten seconds later 
{or thereabouts} and someone 
from Audiogenic's knocking 
at your door wanting you to 
star in a computer game - 
Bmlyn Hughes International 
Soccer, to be exact. 

Amazing! Just when it 
looked like your defending 
days were finished, kids all 
over the country are going to 
start them again. Not only that, 
they're gonna be doing hook 
shots, back heels, starring in 
practice sessions and editing 
their players 1 skills (we If, what 
do you expect from the best 
footy sim so far?}. Well 
guv' nor, (and you can put that 
lamb chop away, missus) 


that's just tha way it is- in this 
game, you never know what’s 
going to happen at the end of 
the day ('aye, Greavsie, you 
don't']. 

Ha! Fooled you! You may not 
be able to predict the outcome 
of a footy match but one thing 
you do know for certain (well, 
you know now we've told you) 
is that by the end of the 
working day on November 
1 5th (Gord on 1 s b irthd ay - h i nt, 
hint} some incredibly lucky t 
boundlessly fortunate, dead 
jammy individual is going to be 
the proud winner of a football 
signed by Emfyn Hughes 
(gaspt) and a pair of well 
valuable Hi-Tech laser 
trainers {cor!}. Not only that - 
24 other people are going to 
get a pair of trainers each as 
well. Coo! 

Fo r a pri ze like that we could 
have asked you to climb 
Mount Everest in a pair of 
clogs, steal Gordon's 
favourite cream horn, stir a 
pudding with PG, or tell Kati 
she’s a pillock and survive - 
but we haven't Ail we're 
asking you to do is to write a 
poem of no more than IDO 


words, telling us what you'd 
do if there was a flash of 
lightning and you were turned 
into Emfyn Hughes for a day. 
Be as funny, wild, wacky, zany, 
dead serious or totally 
miserable as you like - but just 
make sure all the lines rhyme 
with the name of the famous 
Crazy Horse himself 
(’Hughes', stupid!) Got that? 
Good . , , 

Send this work of grand 
literature (remember to write 
it down first - and use a pen) 
to: 


Remember - if you don't 
enclose your name and 
address, we can't put your 
prize in the post And if we 
can't do that, you won’t get 
one. Nya nya nya nya nya. 
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The all new range of 
Commodore Diskettes 

Don't risk losing your valuable data. 

The superb quality offered by 
Commodore Diskettes ensures 
perfect data storage, time after time 
at a price you can afford. 


Available now from your local computer dealer 


C s Commodore 

The Orppnsl Dnkrtta ■ Higher Qyulrty, Lower Pwit* 


Trade enquiries only to SJB Disks Ltd., the officially appointed sole U.K. distributor. 


tAvaihbie m boxm of ien 5.25 SS, DH at t ? 95: 5.25 DS.Dp 




TIPS 

Hello again, and welcome to this month's bumper bonanza 
bigness of bnang, being, bnung . „ Ob - nuts to the alliteration 1 
-Pll start again. 

Hollo. Here are the tips, and there're a lot of them, 

Phew. Right. Now down to business. 


DRACONUS (Zeppelin) 


Stuart Bassett of Stockton has 
sent in a cheat mode For this 
Silver Medal game which gives 
infinite lives! YEAH! WOWEEE! I 
bet you’re really excited about 
that. Wall, even if you’re not, give 
rt a go anyway. Whet Stuart 
reckons you need to do is collect 
the Morph Helix (which allows 
you to change Into the 
Draconowt) and when you get to 
your last life find a Morph slab, 


turn yourself into the Drsconewt 
and got killed. You should then 
be put back on the last record 
slab with infinite lives. 

A further tip from Stuart for 
anyone stuck looking for the 
Necromancer's staff. Collect 
the Dragon Eye and go back to 
the point where you found the 
Morph Helix. You should now be 
ab*e to see a hole in the wail. 
Enter to find the staff. 


CHUBBY GRISTLE (Grands lam) 


□oh dear, not a particularly 
good game, but this doubtless 
has its fans somewhere 
(amongst the programmers' 
families?). Anyway, if you find 
the pounds just aren't piling up, 
give this little POKE a whirl. 


LOAD the game, reset and type 
POKE 3613,173 (RETURN), then 
SYS 2994 (RETURN) to restart 
with infinite car-park atten- 
dants. Peter Custerson of 
Bridgend in Mid Glamorgan is 
the man responsible for that. 


TO HELL AND BACK (CRL) 

To go with the map in this very issue, here are some funky 
get- down -and -groove- baby, POKEs for this mediocre Ghosts 
'N' Goblins variant Robert Troughton of The Cheat Machine 
reckons you should LOAD the game, reset the computer end 
enter; 

POKE 32371,1 73 (RETURN) For infinite lives 

POKE 32524,1 7&P0K.E 32463.173 (RETURN) For Infinite enemy 

SYS 30464 (RETURN) To start the game 

By the way, Robert, thanks for the copy of TCM issue 4, which l 
must say was most impressive. Anyone who would like more 
information on this rapid ty-expanding publication should write 
to Robert at 42 Browfleld Terrace, Silsden, Keighley. West 
Yorks, 8D20 9PT, (Free publicity plugs, Inc.) 


IMPOSSIBLE MISSION II (Epyx) 

Yes, ( know we've printed hacks for this game already, but this 
program caters for owner* of thedlsk version. It gives immunity 
from sentrybots and the ability to alter the speed otthe game. 
Cor, blimey! Tap my skull with a sledgehammer! etc. Er, yeah, 
right. The hack is from Tomrni Turpeihen of Finland, and just 
requires typing in and RUNning. 


HOIllfiJI: 


# 


o PRINT CHRS(147) " IMPOSSIBLE MISSION II 
HACK BYT.T 1906" 

3^009216 THEN PRINT “ERROR IN DATA!-": 

4 PRINTOUT “IMMUNITY FROM SENTRYBOTS? 

‘ c THEN POKE 700.21 5 

6 PRINT: INPUT ‘ ’ GAM E SPEED? (1 -FAST. 2 -NO 
MAL 3-SLOW y\AS 

PRESS ANY KEY TO LOAD 

9 POKE 198,0:WAIT 19B,1:SYS 6? 9 

10 DATA 120.160.54,133,1.162.5,189 

11 DATA 242.2,1 49,1 83.202.1 6,248,169 

VaWWMMIS. 255, 162,200, 160,2 

DATA 142 . 121 . 173.140.122. 173,76.0 

DATA 172.169, 169. 162, 0.160,234, Ml 

15 DATA 16,49.142,17.49.140^349 

16 DATA 169,201,162,2,160,234 141 73 

17 DATA47.142, 74,47.140.75. 47.141 

18 DATA91, 47,142,92.47.140,93, 47 

1 9 DATA 76.128,8.3,2 ,255,8.248 

20 DATA2J3.77.BQ 




Map by PAUL HOWARD & THE MASKED MAPPER. Drawn by YVONNE PRIEST 
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ALIENS WIN THE 
OLYMPICS! 


n ieasoms 

TO BUV HAWKEYS 

i-j- lr i I L'.lltv bnlJuill 
fftiwkevc won a COLD 
MEDAL in ZZM" 

& Play one I v v c I on ihjy 
month's cnver e^clle! 

V ii Lint I e>l 

Ft’ utk CCHI1 1 7 j i game i ri e s h- 
Icntv! 

,7 It's a snip: KH Wonutv 
SCI Ltl 

u Anil uni y 1 1 2 Won dis- 
kc Lit; . plus FREE Lk iTiml 
i7 12 levels ol Iiuillt J.C1 kill 
willi gwgeouv graphic*.! 

& iTiere are vtill more 
prizes lobe won m the Gold 
Kush! 

. IT NUMBER ONE in the 

Commodore charts 1 (Gal 
iupif 

£r That Men jnd nu mis 
leak' f Stir 1 1 ■ j tint' Ed I 


Amazing ARMALYTE scoops world’s top awards 


EXCLUSIVE by HMfiY BARSTOOL 

1 VHY ZETTLE FOA LESS vfiui you can gat ze best?!* That'* the 
Official comment on Thalamus's brand new bouncing blaster 
Rratatyto - and it comes from Pr Manfred V Flypap ^ presi- 
dofit of Computer Research Associates pic. 

Awesome Armalyte It us. won award after award and 
looks like being Britain'!, biggest WINNER at the Seoul 
O iy ntpiCi , eve n I hn ugh i ( wasn T e n t e red for a si ngic eve nl I 
Top upturn experts say 


they’re STUNNED by the niug- 
nificence of Armalyte on the 
corky Commodore MUSH and 
have ^ivun ii i heir higher 
UKdimJeii! 

7.7 A P' voted Armalyte :t 
Gold Medal with 97% (page? 
24 j! 

A Commodore User 
spiikesback vaid kirk.-tHordy 
this game is so In ill we'll give ii 
it Super Star ! far? yvtt xkurc 
iibtHilsh thsil? - Ed\ 

Artd Computer Gameswcek 
hull: iE a Fab award mid a super 
sou ra wav 

Passion screams 

A ml ii\ nol only the experts 
who are raving - yes. TOtJ the 

puhlie hit vc been screaming 

pasttioniilcly for Armalyte after 
the EXCLUSIVE showing dI the 
biggest blaii since ihe big cine 
ill [he Personal Computer 
Show! 

A sfsokesscrcarncr for the 
crowd at the Thalamus stand 


lotd our reporter ’Armaiyie], 
Armalyt y | , A rmolyiel " 

Aliens in drome 

Hu! aliens who ai templed to 
invade i he crowd and DISGUISE 
lllcfllyelves as copies of Armu- 
fyte were thwarted by plucky 
PC Show security guard Bill 
L Rug' Prescott 

Brave Hill battled For TWO 
AND A HALF minutes wjih the 
alien? alter he discovered they 
we re unable to wear their iden* 
riftcation badge. ’Cor bltmey 
guv. said a weary hut proud 
Bill, ‘it? more than my job’s 
worth lei Ling them creatures in 
wifcul their badge? iruiit?' 

Ins lead, they turned up at a 
Commodore reception a( Lon- 
don' h push HippodruRie nighr- 
dub and are now OFFICIAL 
Amiga dealers for Interstellar 
Zone Four] 

THE STAR SAYS; Britain need* 
more men like j*-W CoOfrtr! 
(xhurefy prtfish enough 7 - 1: J} 


Sr a Cum stint hit Imi 
Satin! 


IN A SHOCK statement last night top Thalamus sources 
revealed that game-playan now have the right to hare arms 


- with a super sexy Thalamus T-shhlt 

Bui there is n hush-hush secret behind the trendy 
Thu hi imi sweat - they are made from GREEN ALIEN SKIN 

Cranky I hakimuv Iniss Pfcul 


Cooper denied iL. 'I deny this,' 
said Cooper emnkily. 

Bui The Thalamus Star has 
FflOOf: the label Uvt 100 % 
Combed Cotton' . which means 
giCL'ii alien skin in Cooper's 
cunning codul 

Bleach parly 

Crazy Cooper claimed that ihe 
T- shirts iire WHITE and rioL 


GREEN Hut fhe Thaiamuy Star 
has planted fiton™ 1 *- duAco- 
Vf red' - Ed) a bottle of bleach 
in a cleaning warehouse near 
the Thalamus office 

A nd E fill L prove . I ha l: ( "h super 
ha? been BLEACHING ihe green 
skin soil looks while* 

THE STAR SAYS: WM these rrtl 
altetm stop tti iMthing? Look out 
/or ii special T-shirt offer .fottn! 


STOP 
PRESS - 
CORRUPTION 
SHOCK! 



Every month Gr Manfred V 
Flypaper answers readers' 
problem's. This moelfi's star 
question Domes from Thelma 
O' flapping . . . 

Ue 4 ir l>r F, Lust Christmas [ gul 
drunk ;u the office party ,ind, 
shall wt say . bought dn Amiytu, 

E le^tiet it now, hut ii seem? to 
turn my boyfriend tin Mild he 
always wdntv to, well, you 
know . pi ay Thalii mu& ga rue s t m 
it- It him got to the point where 
he is puttering me to 'load il' 
for him three times j day I 
keep on telling turn E haven' l 
got ally Thalamus games for 
the Amiga but he ju?( won't liS' 
ten and I am afraid there is 
something wrong with him, 1? 
i his nennttl? What can l do? 

H'e jotir lucky day, Thelma! Very 
*oon Tbalamus vim refesztze bril- 
liant Armalyte and Hawteyti hi ze 
Amiga, and zey have lour new 
titles on za vay: XebUdrinne. Bam- 


boo, Hof and Search For Sharia, So 
I votiicf zay zere voukt be zome- 
dritig wrong wv ynur boyvrientt Hr 
be did not go crazy about zis vun- 
derful BQftvare) 

Do you have any questions or 


A i\\ m inule invrcligulion by The 
Ihutumtty \i t jt lid. uncovered a 
shocking .sene of bribes in high 
pliiLes rhK’umenLs obtained hv 
our sleuth learn show ihet anyone 
including Government mmi&teri 
and senior Vatican oificiaEb who 
SC nds 111 LI I Hill LLS a ehe i|iu: or post#) 
order Joi just ifJ L bJ ean i eceive .d 
sstsseue mpy of or 

Arrtuilytel And ihe divk copy lk a 
tllere E L 2. 99! j h 6 bi i bei iiie uppa- 
rently made payable to Thalamus 
l.td ^nd sent to Thalamus al ] 
Saturn House, Culler Park, 
Aldermaston. Berkshire 
RG? 4QW! 


funny true-life storlos for Dr 
F? Send tttem to: Dear Dr F, 
Thalamus, 1 Saturn Housed 
Calleva ParK, Afdermaston, 
Berkshire FBG7 40W. 
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ST PRICE INCREASE 

Due to n worldwide shortage of memory chips, 
prices of many computers have gone up, From 
April I9B8, ihe Atari ST range is also likely to be 
affected For details of any price increase, please 
retuffj ihe coupon below for our latest lilerature. 
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FREE STARTER KIT - Oniy From Silica 

'*’* Jf&u pjrtftw *njr Atari SIT kiytotra, jou will tot pnlf .Mr* 9w boot nhi* tor motov WtruuSor 
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FREE OVERNIGHT DELIVERY - From Silica 

M«l -Vital* «|* prncBHK] ihrrMh om iu^inpL-lor wlltom J4 hopra Si recnvino Iham Mcmi hiUlww* 
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UK ITw -ah™ htlpt to snun mlminum «Mky the Btanimum prulaclhari 

PRICE MATCH - Only From Silica 

Wt hupe I hat Ito combinirtlen si Oup tow pncua, FREE UK dWtoary aamom, FREE BLtnm i&l un* FfiEE 
antr MtattuKHirt, will to Mmuflh Is mail* you buy your Atari tdulpmmil Irani EHWi ghsp If haw™, 
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SO MUCH FOR SO LITTLE! 


TDeffi IS nothing thal tin compare with the incredible velu# for money altered by Atari’s 
53G5T-FM, For only £260 (+ VAT -£299}. you can purofiEae b powortgl 512K RAM Computer 
with a 95 key keyboard (including numeric keypad), MIDI interlace, GEM a palette of 512 
colours, mouse controller, and a 512K built-in disk drtve, Tbe 520ST-FM bag a TV modulator 
built- in, and comes with a tend lo allow you to plug II siraighi into any domestic colour 
television set. The mains transformer is also built-in to the keyboard, so there are tm messy 
external boxes, You couldn't wish for a mofe compact, powerful end stylish unit A lari ST 
computers are now firmly established in (he UK, lha re are nearly 500 sot (ware titles at ready 
available for a wide variety of applications and the list is growing all Ihe lime, And that's not 
atl. When you buy your now 520ST-FM (or Any Alert ST computer) from Silica Shop, you will 
gel a lot more, including a FREE Silica ST Starter Kit worth over £10Q Read Ihe OMUY FROM 
SILICA section on Ihe left, to gee why you Should buy your new high power, [ow price 520ST- 
FM from Silica Shop, Ihe UK's f*ol Atari Specialists. For further details of the range of Atari 
” computers and the FREE Silica ST Starter Kit, complete and return (he reply coupon below 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299) 

S3ft3T-FU wWi S12K RAM * mono monitor £3M [Inc VAT} Upgrodo Won 512K RAM to HOIK HAM CtOO One VAT: 


ATARI 1040ST-F - NEW FfUCE 

W* *I B P^aaed loarmourac# a n*w qtoiftad pnoa pains wi th* 
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1 Wfl II a ptrwfiTiul oomfiutar wiih, ^ mo ol MM ind *tao mciucIm 
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MEGA STs NOW IN STOCK 
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STa aria* I Pm n ijw MEGA ST poniputBf* are row tvailibia 
Thar* |/« rwb MEGA STa, nr« wilh 3 Mb of RAM a>id th* o|-i#r 
with A muifti 4 Mb Bolh Mp tHSrnputori ar* hjlly CiJin^nllblt 
with M taliflg SFt Arid >un ci-uanllj avaitabki ST aoMwa.'* Ihp 
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f To: Silica Shop LW. Cop) ^AP 43 , 1-4 TTw Mow*. Hslhcriey Road, Sldcup, Kent DA14 SDK ^ 

I PLEASE SEND ME FREE LITERATURE OH THE ATARI ST 


I SIDCUP' (& Mail Order} 01-300 lift 

14 The Mews, R&ifteriQy Road, Sldcup, Kent DAI 4 4 DX 

L 

: 


Mr/Mrt/Mfc 

Addrefts: 


InLllalp: 


Sumerrw; 


LONDON 01*560 4030 

Lion House 1 1st floor) t 22?, Tottenham Com fid, London, WtP OHX 

LONOOM 01-020 1234 ext 3014 

Setfndges (Jst floor). Oxford Stmot, London, W 1 A 1 AB 


Poslcode: 


GO you *ln*dy own ■ esmputar 
IT to. which HH do you HHI? 
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TIPS 


HUNTER'S MOON |Thalamin| 


This is a tip I discovered by acci- 
dent ages ago, but seeing as 
Trevor Fisher of Manchester has 
just written in with the same idea 
1 though my light had been tee 
long under a bushel. As soon as 
you run into a spore's shot or a 
worker cell and your ship starts 
to explode, quickly press RUN/ 
STOP and push up to access the 
menu. Go straight to PLAYER 
DIME and press fire, and now if 


you were quick enough in calling 
up the menu, you'll be back in 
the game with an undamaged 
shipl The only problem is that 
the screen area under your ship 
must be clear, so if a worker has 
laid some spores over your pos- 
ition the cheat won*t work, ft 
takes some practice, but once 
mastered it’s realty useful for 
saving lives. 



FOOT LOOSE 
(Leg-end Productions) 

Here's a handy [or even, footy) tip to help out In games like 
Gryicr, Green Beret, Spy Hunter and Slap Fight - all those which 
use the space bar to select extra weapons or different man’ 
oeuvres. Having problems moving your hand from the joystick 
to the keyboard a nd back aga] n at high speed? If you’ve got two 
joysticks you can save yourself lives and frustration by plugging 
the one you use for movement and firing in port two, and 
another in port one. Put the second one on the floor and place 
your toe over the fire button. Now you can tap the fire button 
with your toe and select extra weapons that way. Brill, eh? The 
best thing about this tip is that the second 'stick doesn't need 
to have perfect movement switches, so you can dig out an old 
on© and give it a now lease of life. Thanks to Keith McLeman of 
Fraserburgh for that piece of interesting information. 


AUF WIEDERSEHEN, MONTY 

You may know about the cheat mode on this game - typing 
MONTY at the bottom right of the screen before loading - but it 
isn't terribly easy to use if you're unfamiliar with the 64* s 
keyboard. Fu Sang Li of Crewe has solved that problem though, 
and this mini listing gets round all the fiddly cursor movement. 
Just type It in, RUN it and start the tape to play a really easy 
game. 


PRINT 2 

FOB X-20 19 T0 „ ,Tas72 1 -NEXT 

THE GAME AS NOB- 


I 3 




_ 4 PflWT 



BEYOND THE ICE PALACE (Elite) 


Golly Gumdrops, this is a bit of a 
tough game, isn't it? Mot any 
more, though, because Irvine 
resident, David Jumani and War- 
ren Pilkington of Manchester 
have sent in some instant 
simplification POKES which I 
wasn't able to test, because the 
office copy of the game has 
gone walkabout. If you want to 
give 'em a go anyway LOAD up 
the game, reset the computer 
and stroke these keys: 

POKE 191 23,1 73 {RETURN) 


POKE 5918,173 (RETURN) For 

Infinite lives 

POKE 1 7020, 1 73 (RETURN) Gets 
rid of most sprite collision 
detection 

POKE 7748,255 (RETURN) For 

255 spirits 

There was some difference of 
opinion over the SYS call, 
though, for while David thought 
It was SYS 2602 (RETURN), War- 
ren was sure it was SYS 2062 
(RETURN). Me, I just don't know 
any more. 


KLUTZ KORNER 

The Mega Tips- special back in Issue 41 had its fair share of 
bloopers, most of which were mercifully restricted to Martin's 
Mad Multipokes. Martin Pugh has since been in touch with the 
details which will correct the damage, so instead of printing the 
whole thing again, 111 just mention the corrections. 

In the master program, line 4 should have reed: 

4 DATA 1 69,29.141 ,40.3, 1 69.2.141 ,41 r 3, 32, 06,245 

The line of code for the X-15 Alpha Mission hack should have 
read; 

7 DATA1 69,0, 14 1,64, 136,1 41, 98, 136, 141 ,21 2, 136,223, 176. 

76,235,2,-1 

Hades Nebula also went wrong. The correct line Is: 

7 DATA 1 69,56, 1 41 , 1 43, B , 1 69,2,1 4 1 , 1 44,8,76 ,235,2 

And the last one is the Monty on the Run (Kidspiay Edition) heck: 

7 DATA 169,32,141 .1 6.1 2,1 69,1 73,1 4 1 ,36,37.238.1 5,1 2,76,235.2, 

I'm sure I’m not responsible for this one. It looks like the ends 
of the important lines in the Train Robbers POKEs disappeared 
into some other dimension. To restart the action after the 
POKEs, type: 

POKE 2048,162: POKE 2050,189: SYS 2048 (RETURN) 

And finally (thank God!), the line containing the all-important 
SYS call was missing from the Firefly Maga Muzik Routine, 
which meant the hack did nothing at all! Type in the listing 
again, but insert the following line: 

35 SYS 4608 

Terribly sorry about that You'll be pleased to know that I 
don*t intend to make Klutz Komar a regular feature of PG*a 
Tips, but f er, well, you never know. 

Ok. then, without any further ado, lets get down to the tips, 
which this month includes an illustrated guide to Della (rah, 
rah!) t maps galore and loads of the usual hints, POKEs and 
cheat modes. Batteries to power, turbines to speed . . . let's 
go! 
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4 rcatie style sptfascrmn boxing game. 

tatg t animated graphics realistic first- 
person perspective anti great o mheati view. 
Utnti a pmch anti your opponent shows the 
tiatnage-evet^f^ftmahbckeyetoa 
spfff Up f Defensive anti attacking strategies, 
one or two player capability 








r chokes anti control than 

any other team basketball 
game Superb graphics 3D animation 
three-otHhm tern play anti Mf 

con rt action 

Intiivttiaal talents anti strengths 
for each player, anti a host of pktys 
anti shots for you. Design your own 
pktys with theencfitslve Piaymaker' 
feature. I 










Cotn'VixXK?64/!28it i ft&stemd tadem*/* 







Vie most rtahstk computer tennis game 
f ever. futt ferns court 3$ view, fit/ 
praphfcs and three levels of difficulty, 
Choktof grass day or hard court surface. 
Comp fete array of fop-spin, s/ice smash fob. 
volley. forehand and backhand strokes 


\i \rm~ 

finui: 


4 1 pool and snooker simulation following real 
match rules. Animated 3D views including 
superb overhead view for aiming. Choose the ofyect 
bad pocket aim and shot power. Customise the 
gamete your own house rules. Design your own 
trick shots and save the best te memory. 
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Two frwdom figliten lost in eight sections of a deadly galaxy are a lone 
force, their own control and determination are the only things standing 
between them and oblivion, 

Featuring eight levels of frantic shool 'em up game play with stunning 
and original graphics, animation and superlative music and sound FX-it's 
an eye and ear shattering experience! 


CBM 64/1 28 


Cassette: £9,99 
Diskette: £12.99 


Coning soon for the ATARI ST and AMIGA 


"light beautifully defined horizontally scrolling levels * , , it's a mega-game" zzaps 

ththlWBy 1 Saturn House, CaHeva Pari AUmnaslM, BrrWiirf RC7 4QW ^07154) 77241 


Don't mtss out on 

. . , or you'll hale your- 
self, On four spec ially 
selected copies of ARMA- 
L VIE is a *«rel code - if 
your r opy of Arm alyte 
has l he 'gold' code you \e 
won a fabulous Eye Of 
The ilorni plasma gjobe. 
Four 'Yellow' coded 
copies could win you a 
super prire loo! 











Based on the NO 1 best-selling book Red St 
Tom Clancy; Urry Bond co-author. Copyright ! 
Enterprises Ltd and Larry Bondi All rights 


I he storm has broken. Micro Prose's latest title is here 

This h ig h technology si mu lation of strategy and tacti es is 
based on one of the most dramatic and detailed stones of 
modern warfare - Red Storm Rising r the international 
best-se 1 1 er by Tom Clancy an d h is tethnita I collaborator Larrv 
Bond. 

Working with the authors. Mi cro Prose have brought the 
book's intense action and excitement to your computer 
screen. You are put in command of an American nuclear 
attack submarine at a time when the two super powers 
collide 

Standing between the Russian bear and global dorrun 
at ion , you play a cruo a I role i n the con f I ict , Missi ons t ak e you 


to an astonishing variety of undersea environments, 
plunging you into challenging and exciting situations 
Prepare for action in this heart pounding simulation 
Available for Commodore 64/128 Cassette £14.95, Disk 
£1995 


D S1LJPM Hi UftJG By T<S»P Luincy lyilt by r Jn.k Ryjn EnterpMvi LrrJ .in J i m ny tkxirt 


Please send 
Name {block capita Is), 


, Copies of Red Storm Rising £64 Cassette, 


Address, 


" Post Code 

l enclose f including 55pP tP C heques pay able to MicroProse Software Ltd 

or debit my Access/Viw card Expiry date_^ No. | j | j “f ' | | | [ | j~ ~j | jj j 

MicroProse Ltd.. 1 Market Place, Tetbury, Gloucestershire GL8 SDA UK. Tel: (0666) 54326. Tlx: 43422 MPS/UKG 





TIPS 


THE SENTINEL (Firebird] 

HereVe some cosmopolitan FOKEs for this superb game which 
happen to come from a Danish person, S Larsen and un Fran- 
ks qui s’appelle JCT. Unsurprisingly, you just LOAD the game, 
reset and type in either of the following sets of POKEs. 

PQK E 4 1 76 ,234 :POKE 4177,234:POKE4217,76:POKE 42 IS 
H4:POKE 4219.53 (RETURN) 

POKE 12981 ,Q:POKE 13685, 76:POKE 13686 23-POKE 
1 3687. 1 &: POKE 343 7 1 ,96 (RETU R N ) 

This allows you to enter any landscape number and see the lie 
of the land and see the positions of any sentries. Alternatively, 
you could type 

POKE 1212,12 (RETURN) 

POKE 9462 t 173 (RETURN} 

These two allow you to see through everything. 

SYS 16129 (RETURN) restarts the game. 



ROLLAROUND 

(Mastertronic) 

Here's a sort of cheat mode for 
this jolly little budget game 
which comes from Andy Mawsor 
of Blackley in Manchester. Just 
before you press the fire button 
to start the game hold down the 
fl key, then press fire. Keep fl 
pressed down and you should 
skip all the levels you have 
already completed. 


RYGAR 
(US Gold) 

This is one of the worst arcade 
conversions I've ever seen, ever, 
ever, ever. But if you really have 
nothing better to do (suicide?) 
dig It out again and have a go at 
this simple cheat from A Ridge 
of Bristol If you get a shield and 
the level's time limit runs out 
before the shield limit does, you 
become invincible (almost). 
COR! BRILLIANT!!! {almost). 


NIGHT RACER ( Mastertronic J 


How to make this game dead 
easy: LOAD it as normal, reset 
and type in the fol lowi ng instruc - 
tions which come from Warren 
Pilkington of Manchester. 

POKE 4979.0 (RETURN) 

SYS 2064 (RETURN) 


The game will now restart but 
the computer car's brakes will 
have been sabotaged, prevent- 
ing It from getting off the start 
line. Now that's magic. Say, 
'Yes t Paul 1 , 


NETHERWORLD (Hewson) 


Edwin BrouweSj, from some- 
where In Holland, sent in some 
POKES for this rather nice game 
of crystal collecting. However, 
he forgot to include the SYS call 
so you'll need to use an Action 
Replay cartridge or something 
similar. As usual, LOAD the 
game and reset the computer, 
#*en select the POKE option and 


enter these; 

POKE 12116,44 for unlimited 
lives 

POKE 8138,0 for unlimited 
enernv 

POKE 7698,1 8 for unlimited time 

Now restart the game and kick 
ass! 


BARBARIAN 
(Psygnosis/Melbourne House) 


Terherher . . . Pity about this 
game . . , Anyway, he said with 
a smiiit on his face, from what 
I’ve heard from David Doll of 
Bo reham wood and M Fox of 
West Drayton there's a really 
easy-to-use cheat mode, Just 
LOAD the game and on the 
opening screen press C, The 
screen should go red signifying 
that sprite collision is now no 


more. WHOOPEES! (Sorry, but 
I’m easily excited). Furthermore, 
bridges will cease to vanish 
from beneath your feet; but be 
careful not to fail down pits, 
because your newly-found 
invincibility will leave you 
stranded at the bottom. Well, 
no-one said It was going to be 
easy. 


TASK III 
(Data byte ) 

A couple of much-needed POKE 
here for thl s reeeea I mean space 
shoot 'em up, which unfortu- 
nately are only useful for anyone 
who owns a hacking cartridge 
{until someone sends me the 
SYS call), Paul of the X-Rayz is 
the person responsible for sav- 
ing your joystick, and his advice 
is to LOAD the game as usual, 
access your cartridge’s POKE 
option and , . . wait for It . . . 

POKE 32086,1 73for infinite lives 
POKE 371 80,0 to 15 to select any 
of the sixteen levels 


HOPPIN ' MAD 
(Elite) 

Infinite balls {I’m going to say 
it . ■ , I'm going to say it . . , 
OOOOQQG- E EEC RRR R !! !) and 
unlimited time can be yours, yes, 
yours, thanks to these Rebb 
POKES- Our Dutch correspon- 
dent states that you only need 
LOAD up the game, reset and 
type in „ , 

POKE 24447,165 (RETURN) For 

infinite lives 

POKE 22797,165 (RETURN) For 

infinite time 

SYS 20480 (RETURN) restarts the 
game 


RICOCHET (Firebird) 


This is a pretty well-publicised 
cheat mode, but for the few of 
you who aren't already familiar 
with tt, here's how it works. 
LOAD the game and go to the 
redefine keys option and set 
them all to 'Q\ Now type in the 
magic word - 

GAROLUVSBIGBOTS - the 
border will flash and you can 


now start the game with infinite 
lives (ooooh!), the ability to 
advance levels by pressing the 
Commodore key (aaaaahT) and 
even a screen designer 
accessed by pressing CLR- 
HOME (UUUWWAAAQHHHIin. 
Thanks to S Trust of St Austell 
for that earth-shattering news. 


SLAP FIGHT (Imagine) 


Quite a few people have sent in 
this tip - among them, Mark 
Lucas of Hayes and Kevin Hub- 
bard and Richard Reid of Risley, 
but can I get it to work? No i 
can't. With so many people 
sending the same information 
in, I suspect I must be doing 
something wrong,, so you frus- 


trated Slap Fighters might as well 
have a go. Start the game end, 
with you r first ship, dodge the 
aliens and their bullets for as 
long as possible without shoot- 
ing. When you finally do get hit 
you should find that the game 
will miss out a large section of 
the landscape. 
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DARK SIDE (Incentive) 


After those extensive tips in 
Issue 42 you shouldn't really be 
having too many problems with 
this game, but It always helps to 
have a few less limitations, such 
as those on fuel, time and 
shields. These Robert Troughton 
ROKEs give you an endless sup- 
ply of alt three - and all you have 
to do is LOAD the game, reset 
and type 'em in. 

POKE 26272.1 73 PQKE 

25005.173 (RETURN) Unlimited 
time 

POKE 24891. t73:POKE 

24671.173 {RETURN) Unlimited 
fuel 

POKE 261 93, T 73: POKE 
26221 ,173:POKE 29337. T 73 (RE- 
TURN) Unlimited shield energy 
SYS 36096 (RETURN) 




ROAD 
BLASTERS 
(US Gold) 

Urgh! What did they do to my 
favourite arcade game? Oh 
well, best not to think about it J f 
s pose , . . Now for you unfortu- 
nates who aren't doing at all 
well, here's a ridiculously simple 
cheat which first came from 
Stmon Waiklate of Stoke but has 
since been sent in by numerous 
others, amongst them Raul Mill 
of Bristol. All you Ve got to do is 
pull back on the joystick when 
the low flue? warning appears 
Your speed will remain con- 
stant, but your fuel won’t run 
oul Alright, innit? 



SUMMER OLYMPIAD [Tynesoft) 

Did you know that the train * take home actually goes pest the 
offices of Tynesoft? ff you did, why don’t you ever wave? 
Humph, now, where was I . . , ? Oh, ye* Some bps for this new 
sports- sim which come from Warren Pilkington. The instructions 
don’t give much away so you should fine these quite helpful, 

SKEET SHOOTING - The main tip here is DON l PANIC! You 

should spend a few goes learning the sequence of sheets, so 
that you can predict where the next one is going to appear and 
position your reticle (QOpER! sorry, don’t know why I said that) 
so that the skeet moves into it. Also, always remember that you 
have two shots. 

FENCING - The easiest way to beat the computer is to move up 
to the opposing swordsman then keep pressing up and fire, 
followed by a push to the right. The distance is crucial because 
if you're too close to your opponent you won't hit him, so watch 
his ripostes - if they seem to be going under your arm, move 
backwards a little, 

TRIPLE JUMP - Nothing to it } really — just don't waggle too fast 
as that’s just as Ineffective as going too slow. Take off as near 
to the line as possible at an angle close to 46 and you should 
end up wtth a leap of around 19.5 metres. 

DIVING - Score over 70 points with ease by using tne following 
joystick manoeuvres: right, left* fire, right & fire, Is ft, right, up 
then down. If you want to make it a bit trickier and really impress 
the judges, push the joystick left instead ot right for your first 
move. 

HURDLES - This is all down to timing, basically, so don't waggle 
like mad. Just keep a moderately fast rhythm of running and 
jumping going until the end, then put on a spurt at the end to 
make sure you're in first place. 


BALL BLASTA 
(Zeppelin) 


PACLAND 

(Grandsfam) 

Having a few probs with cramp 
in your arms after trying to jump 
those realty enormous lakes? 
Welt, things can be a lot less tir- 
ing if you have a Competition 
Pro Extra joystick. Just jump off 
the springboard then engage 
the joystick’s slow mode and 
you should float across to the 
other side with the minimum of 
effort! That tip was brought to 
you by the Trevor Fisher Rubber 
Company of Prestwich in Man- 
chester. 


This is a canny game and no 
mistake, For unlimited bats for 
player one just LOAD up the 
game as usual, close your eyes, 
fumble around for the reset but- 
ton, then press ft. Now type in 
the following POKES which 
Comes to you from the legen- 
dary Varkanoid and JOG of SUB- 
ZERO, Oh, yes, if helps to open 
your eyes again at this point. 

POKE 6108.173 (RETURN) 

Infinite bats 

SYS 1 5000 (RETURN) To see the 
end sequence 
SYS 52992 (RETURN) or 
SYS 2560 (RETURN) To restart 


BIONIC COMMANDO (Go!) 


The Lads of Belfast have disco- 
vered a petite cheat in this rather 
nifty game. Just LOAD the game 
as usual, start playing and col- 
lect an extra weapon. Now quit 


the game and restart. You 
should now find you are still 
equipped with that selfsame 
weapon. Good, no? 


Web, that's that. Thanks to all of this month's contributors, espe- 
cially Steven Allan and Warren Pilkington who both win £30 of 
software as Cartographer of the Month and Tipster of the Month 
respectively. I'll have loads more tips, maps, POKEs and stuff in 
next month's Huge, Gi-Normous. Is-That-Big-or-What? Christmas 
Special Da, it’s over 2D0 pages Jong . . , Aaarght All that unpaid 
overtime!), so watch out for that. Must go now, as Katl, our new 
Ass Ed T Js aiming a water pistol directly between my eyes. Maybe 
I shouldn t keep referring to her as ‘Pet’ , . . ? Mumble, mum- 
ble , , „ 
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APPROACHING 

PHANTIS 


You must rescuE ARKOS, 
the hero of she rebellion 
against GREMLA, who has been 
imprlsioned, You combat 
the kamikaze hordes, dodging 
missiles and avoiding bails of 
incandescent magma. 
Once you enter the caverns of the 
pfanet PHAIMTJSyou fight your way 

through. 


mm 


STRUGGLING 

ON 


cmom 


After abandoning the ship you 
capture an ADREC In order to 
continue advancing on the planet. 
A dagger Is the sole weapon 
you rely on to fend off the 
inhabitants. You fight against the 
enemy troop*. You have to steal a 
weapon. And advance forward, 
straight ahead- (Vothlng can 
detain you. 


THE PRISON 


You cross swamps, 
mountains and forests... 
there are enemies all over. 
The way to the prison becomes 
more hazardous the further you 
advance. You take command 
of a helicopter. descend into 
the entrails of the planet, and 
arrive at the prison, ft is heavily 
guarded. Will you be capable of 
freeing arkqs?. 
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weapons. Six levels of pulse pound- 
ing extitetffferm. Each culmmating in 
a devastating adversary. 
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AMSTRAD 


frir.. 


£14.95 


COMMODORE 


£12.95 


wave atter wave 
of flying death in 
your armour-laden 
helicopter, scream 
through the skies in your 
F-14 as you tflke on the 
seemin 

mechanoid invaders, whose sol. 
intent rs total domination of 
Earth. The storm is raging as the 


COMMODORE 






1 rr 


fX’i 


SPECTRUM 


'MAGiNl. SOFTWARE ■ 6 CENJT-fAi, S?T#H MANCHESTER M2 5N$ TEL 061 932 6633 TELEX: 667799 OCEANS G EAX Q61 834 0650 




■ 'i>r< 

* f fj rH 

:.jfl 


(ttti)H i 


rtifTf rf' 


< T 1 -- ••+' 




UniMdHl 


• # r ■ * J ^ ■ 


iff ♦(i-f+r+rf+l i 
f FirfltftHKt' 


■< ? i * r 


IftHIflUHIil 

TmnvJmf!' 


'Idl+tCfi 




MU 


K'ftfH 


■'Ilf MIN 


Pf 1 f rjUlMinpn 


* I ■ ft*l 


rFfhfi 


P+Tlfl 


M 

1 h(| 

'hhiiimH' - M 7f»ri *fl 
iMMUFiPiUipsi ■ p i iftltlf 
■ilfH*n 
1(101 IT 
MMim 
T riii IM 


TMfjpi 1l(il 


IIIHpTMT III 

irmTWfHfl 


HPMI><|| 


' . " * 


(piiOTpil 


| M iftnl (tPfti ((IJHKWI I . 


if H n i i j-Hi 

IttWHtmi 




1+tiipH 


irn Iff l TiH+'rpfO TT ^tit t * I m+TlH ► !■ » ■ mi iHfll 1 * FtrPtk i i ifi If i i 
l * TI| < it ‘IliWf** *TPt*> ^ < t *th <*t> 1*0 l**rl*+«i imIiiiIi iTortifi r 
Pf »r*lf |i1TfH TfifnT'ri T»M«tlpt>*tOI'lTl+*TTiMlnn l lTOtxihm 


t f f yff ** i ►f ti 


pi"M prtf I', 

k-i'ifa jM i t Ah 




, f’t ti i n fc i if rt P’ * p 


, OTItf , Oll r H!|f 


■1 lljlf *■ I II H 

ffl* 1 


jllP+Oi(Pl»' 'Pill 


i»Hfif»i|finip<Mi 





Mi n p i i p 


■ ptrll* 




}r nim pa tfff *« PtVfrt *+* 


WHIfl 


lift** II l+t"TTI' 
Tmi'lilPW 


(♦H*P't(*»llft(TP 


■TiF-FrpiTUMm 




'141111 I If* i 




' Tl (IJ IIIWIWHITIPI 


"m ii ii f pi* 1 1 ptipni Iftt M ii 


rpp'i' 


mt f 


l|j|n|..|il 1 i|1i l ,-TlFM'<Pl'Pi-l*-FI1ITllllFpFFI l Tiir|l 
"PPjlTJ r ' '« l*»T*l *i **+lf^Ti 1,1 


f|i(HP1T|l!linF'F(lFt' 


,!rK<r<lf*l' 


' 1 ll*l*lll*llPf 1 Fkintl' 


. " Iki.t i<r I 




'0 + 1 f 




'*"--F*F-mi*t; 


I a*#*s4H"l 






'* ###+■?*¥ Pt? * i f-tf *-■ M-Pfrfrn* 1 

ij,(*iFj>P*1.(T!p(n*i|>iujF 

'liru-i (iM;ini , Tii>i“l'1i>n 




; ^ ; r : Tint f iTi ! [T : i junf t 

' ■ ' ■ r | 1 M ■ . « U 1 1 1 *j * hi 1 1 1 f[l I p P j i i ki . fi* M PJ>1 if J 


mtmm 

’ • ' - ' ' ; * - ' ' 1 t ■ i « 1 1 . ■ i ■ j i i h „ ■ j i ; . 1 1 1 1 1 n ■ j , 


hh:i|fj*i 



TnfT^ p#pf f f' 







■■ 



■ p i ? :e 



li f ' p i! ’ r ! r 






DR EVANS’ . 

wn/yl 

a^ig^snapshots! 


(Maff the Rad-Lad exposes all about the shape of 
Amiga games to come) 




5PEEDBALL llmageworks^ 

bitmap Brother to release 

.n (soon to be released Label. It's a 

istic baMport. with shoot 

bining traditional t>o1l ' g ?V® *1 for the boll or blast your 

s§« >s*S?, » ’ssr&ssi 

;.SS &>»»■ 

non, guys' — “ 


OFF-SHORE WARRIOR (Titus) 

As in Titus' last release (Fire And Forget), Off-shore Warrior pits 
you in a 3D 'race to the death whilst blasting everyone else to 
bits’ format, only this time the action takes place on the water, 
irs set In the yeor 2050, and you must compete in the race (or 
battle, whichever you think is mare appropriate) for the 
entertainment of the gathered crowds, as a test of your 
manhood (growl*). Off -Shore Warrior should be released by 
the time you read this, but you 11 have to wait for the ZZAPI 
review to see what it's like. 
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and manoeW^aS^motherah^h^h “ 3 ™ ,t crawler o7a fa'S 
search the whole planet Fusin''- loats w C W ' ,,c ^ ars needed to 
Has an atmospheric soundtroCk'Chtoh J P, ^ fty indeed ond 
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^ “ I . ir+c k Battle Chess, 

Imminent release ^0^^ boardgame^ 
r\ri5G. surprise) £24.9^ 
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SflRCOPUflSER 


Rainbow Arts, £14,95 disk 




verybody can tell what a coo* 
dude you are - you’ve spent 
ages practising the Hof mas- 
ter walk, You've got the shades 
and the leather, the jeans and the 
cap - so what's missing? What's 
gonna get everyone realty looking 
at you? 

Jjefs see * . . hmm, a pineapple 
print shirt, ghetto blaster, dinky 


^coloured flying thmgies that 
belch bullets), avoiding upward 
thrusting enemy tendrils, tailing to 
hii rocky outcrops by the skin of 
your teeth and blasting bonus 
bubbles out of the way, an energy 
pod appears. Collect enough of 


€^ 4 -* * ' ' v % 

t t h 


* ' ' * ( V 1 - 
*1 % % S n, v 



A Scramble] Defend ytiurwIFI Prepare 
type of shout 'em up 

electronic Fil-o-fax (no), Spec- 
trum, soya beans, soap ana string, 
spaceship , , . Spaceship! Now 
that sounds more like it. So, what 
are you waiting for - jump into your 
nearest Rainbow Arts customised 
Sarcophaser (easy enough fa find) 
and get blasting. 

if you manage to wipe out a 
wave of aliens (nasty mul- 
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to meet your nemesis in our 


these pods and you can choose to 
array your lean, mean fighting 
machine with an awesome array 
of interstellar weaponry: turbo- 
power, extra fire, backward blas- 
ters, whiz weapons and bombs. 
Get enough firepower and you can 
even toggle between spray-bul- 
lets and great big enormous mas- 
sive mega shoot. 


GK t so the first 
stage doesn't 
look particularly 
exciting, but the 
rest of Sarcoph- 
aser definitely makes up for it. 
The graphics are classy, the 
whiz bomb, back shot and 
speed up weapons make for 
plenty of variety and the whole 
process is so tricky that it's 
bound to keep you pumping 
adrenalin. When you’ve been 
blasted from the sky (Peking 
duck style) for the fifteenth 
time, it does get a bit annoying 
that you have to wait for the 
title music and the picture to 
load before every single go 
(yawn) but in the end ft T s worth 
the wait. I still think that £14.96 
is just a bit too much to ask for 
what doesn't amount to much 
more than a top-quality 
budget-style game which 
doesn’t even have in-game 
music. As it stands, Sarcoph- 
aser is great - at £9,99 it would 
have been brilliant! 


Have you noticed the great amount of shoot 'em ups 
being reviewed in ZZAP! recently? I think it’s great 
because I really like shoot 'em ups (really, Maff? - 
Ed), and Sarcophaser is a good one. The title music 
is pleasant, with some very nice minor chord 
changes to give a very eerie feel to the game. The in -game 
graphics and sound aren't that brilliant, though. The sprites are 
a lithe small and feebly coloured and some of the sounds are . . , 
welf, rubbish, to be quite honest; the alien gunshot sounds like a 
bad case of TB! Despite these handicaps, Sarcophaser still man- 
ages to deliver the goods required of a shoot 'em up - fast action 
and addictive gameplay (weil f think they’re the important bits 
and I'm doing this comment!). The game isn't that expensive at 
fifteen quid - in fact that's rather cheap for a Rainbow Arts game 
" so r advise you to check it out before shelling out for that £25 
Breakout variant. 


T Well - isn't THAT a huuuuge end-of-ieuel alien? Cor blimey, 
auv'nor 





Every now and again you come 
face to face with a mamma alien of 
huge fighting proportions. Shoot 
this missile burping monstrosity , 
without coming a cropper on her 
extensively protected spiky 
armour plate, and you could be on 
your way to becoming as cool as 
you look . , , well almost. 


^■1 -*®l> s «*| >74 .4 
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With so many 
programmers 
going helf for 
leather to create 
revolutionary 
games for the Amiga, ft makes 
a pleasant change to have a 
simple-minded blast-up for 
review. The game's sprites 
and backdrops are only 
remarkable for their gaudy 
flatness, and most of the 
sound effects sound like 
they’re sampled from a West- 
ern starring an asthmatic cow- 
boy. Luckily,, addictive gamep- 
lay does a lot to makes up for 
all this; plenty of aliens to 
shoot and plenty of weapons 
to shoot them with, make for 
fast and furious action which 
keeps you on your toes every 
step of the way. The only 
periods of nerve relaxation are 
the face-offs with the end of 
level aliens - by the time you 
meet them you're usually so 
tooled-up that a few seconds 
Of frenzied firing are all it takes 
to dispatch them! At this price, 
though, such shortcomings 
are easily excusable and I'd 
say Sarcophaser is well worth 
further investigation. 


PRESENTATION 73% 

Smooth Controls and selection 
systems marred by a laborious 
loading sequence between 
games. 

GRAPHICS 82% 

Unoriginal ship, carefully 
detailed backdrops. 

SOUND 50% 

Pathetic in-garne effects farl to 
live up to the funky title music, 

HOOKAB1UTY 88% 

One blast and you’re hooked, 

INSTABILITY 81% 

Multiple weapons systems and 
carefully graded difficulty ensure 
hours of mfuriatinqly addictive 
play. 

OVERALL 84% 

A top-quality low-price action- 
packed shoot 'em up with excel- 
lent graphics, Miss it if you dare . 



Ra inbird, £24.95 disk 

S cientists have discovered a 
whole new network of uni- 
verses. As each universe 
acted like a section of ordinary 
space, these areas were dubbed 
'realspace' or 'Eigenspace'. 
Between them lie special warps, 
which are linked by gates to the 
Eigenspaces, rather like a fun- 
house maze. For this reason the 
network was dubbed the Whirligig. 

Weil, if you understood all that 
then it's probably time for a rest in 



This review has 
been really hard 
to write. The 
game is difficult 
and confusing, 
the instructions are tedious 
beyond belief and there is no 
story to work from. What waa t 
supposed to do? But now the 
easy bit; what do 1 actually 
think? Well to be quite honest, 
I hate it! The layout of the game 
is very much like one of the 
‘traditional’ Star Trek games 
with the addition of a shoot 
’em up. Now, this would be 
alright if the Star Trek-like bits 
were controllable and the 
shoot 'em up bits were play- 
able - but they’re not. Instead 
the status screens are all front 
and the ship-blasting sections 
are incredibly difficult, often to 
the point of frustration. Why 
Maelstrom decided to use a 
'continuous 1 rotation system 
instead of an Asteroids type 
control method i don’t know, t 
always seemed to whizz 
around in circles trying to fly a 
proper course. The instruc- 
tions aren’t very helpful either, 
relying on clever-clever maths 
formulae to fill the space 
rather than giving useful infor- 
mation. There's nothing more 
I can say except that I really 
dislike this game. 



your rubber room! What the game 
entails is a search through some 
4,000,000,000 special spheres 
(aaargh! That's nine zeros!) to find 
the five tracts of Perfect Space 
wherein reside the Perfect Solids, 
which will yield the secret of time 


your own ship and blast you up the 
impulse engines' 

Missiles, chaff and fuel are all in 
limited supply, so one trip through 
a packed Eigenspace can leave 
your reserves Jow, forcing you to 
restock at supply depots., 
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A Penetrate that hale and you'll 
enter another universe of pleasure 
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travel. With this, you can go back 
in the fourth dimension to a point 
in the cosmos untouched by 
squalid lifestyles and apocalyptic 
wars in space. Apparently, that 
point is on Earth in the year 198B. 

Each level is chock-a-block with 
malevolent aliens who wlil stop at 
very little to get your craft disinteg- 
rating Into the ether. Luckily, your 
Meson class fighter has two 
defence mechanisms - homing 
missiles and chaff pods which are 
a form of intelligent mine. Fire a 
missile when nothing is around, 
though, and it might just lock on to 




Guiding your ship through a 
stargate places you in gatespace 
through which you are iransporied 
to the next sector: the network of 
numbered Eigenspaces and Star- 
gates is based on certain rudimen- 
tary mathematical relationships 
and formulae, The key to success 
is to use these to plot optimum 
routes to the five areas of Perfect 
Space, numbered 6, 2S, 496, 
8,128 and 33,550,356. Space 
invaders was never like this! 


Ever since Lords of Midnight Mike Singleton has 
made a selling point of packing loads of locations 
into his games, and Whirligig is no different. I have to 
say, though, that for all its four billion levels and 
Fancy spinning graphics, Whirligig just isn't very 
playable. Progressing through dozens of Eigenspaces which 
don't radically vary in their content is tedious enough, but the 
boredom is exaggerated by lengthy pauses between level s. Ship 
control is also a real pain in the neck, as the mouse is just too 
vague for the control method. I s m sure Whirligig Is technically 
terribly clever, and the mathematical structure of the game is 
intriguing, but whether it's worth shelling out £25 to play is hiqhly 
questionable. 
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Elite, £24.99 disk 

A dynamic duo of crack 
commandos have 

received a desperate may- 
day plea from a commander of the 
US forces, who has been captured 



You might think 
that a version of 
Ikari Warriors 
released six 
months after the 
64 version (itself a [ready a year 
late) would be not worth much 
attention. However, if you liked 
the arcade version, and can 
consider shelling out E25 for 
an almost identical copy, this 
is for you. The audio effects 
aren’t all that good, but the 
graphics are spot on, and the 
action, fast and furious. With- 
out putting too fine a point on 
It, this is almost like having the 
arcade game on- your own 
computer. The difficulty level 
is set perfectly, so that you just 
progress enough to want to 
have another go. lt T s not the 
best game on the Amiga, nor 
does it fully justify its high 
price tag, but if you're looking 
for some simple Commando- 
style maiming, buy it. 


by a vicious 'n" nasty group of 
revel u tionar ies. U rrfortu n a tel y , 

their plane crashes before reach- 
ing its intended destination 
(perhaps our hasty heroes should 
have remembered to take a pilot 
with them) , I saving mi las of hostile , 
soldier-infested jungle between 
them and General Bonn. The only 
available course of aclion j$ to 
hack a path through the under- 
growth. 

You and a Mend lake up the 
story In simultaneous two-player 
shoot ’em up action (wild -eyed 
loners are catered for by a one- 
man frenzied fire ’n' fight option). 
The vertically scrolling jungle 
scenes reveal enemy bunkers, 
budges, torts and gun emplace- 
ments amongst the natural fea- 


* No need to shout those soldiers - just drive over 'em! 


tures of rivers, sandbanks and 
various types of foliage - jam- 
packed with guerilla soldiers, 
tanks and helicopters. 

Foot soldiers can be killed with 
a single bullet but hostile vehicles 
and outposts need to be tackled 
by grenade. Both types of ammun- 
tion are limited Luckily, destroy- 
ing gun emplacements or red sol- 
diers leaves a flashing icon, which 
can provide extra, supplies and 
firepower and bonus lives or fuel. 

Fuel prolongs the life of empty 
tanks boarded by the warrior. They 
are easily identifiable by the word 
'IN’ on their turret (apparently big 
flashing neon signs are the height 
of fashion for the tank -about - 
jungle this summer). Once aboard . 
you are impervious to bullets but a 



Ever since I saw ikar i Warriors in the arcades, [hoped 
someone would release a home version. My hopes 
were raised when Elite announced that they were 
due to release a 64 version back in November 1366, 
a little while before the game actually appeared 
(snigger!) to an enthusiastic reception. No w we have the Amiga 
conversion, with Its improved graphics and sound - and thank- 
fully the enjoy able gam splay has been retained. The graphics are 
very good, perfectly capturing the feel of the coin -op original. 
The difficulty Is sot just about right, allowing you to progress a 
little further with each game* so that your interest is maintained 
over a long period of time. Ikari Warriors is an excellent arcade 
conversion and a cracking game in its own right. 


V Vamping through jungle terrain i$ no hassle for an Ikari Warrior 
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grenade or enemy shell will 
irreparably damage your tank [a 
plume of smoke emerges from the 
turret). You only have fj few sec- 
onds to bail out before you’re 
blown into small, gristly pieces. 

Isn’t war hell? 



Death! Murder! 
Maim! Kill! Dis- 
figure! (Excuse 
me while I psyche 
myself Up for this 
critique). UUUWWYYAAGHH!! 
(That’s better). As you can tell, 
It takes a lot to rouse the 
homicidal maniac In me, and 
Ikari Warrcrs comes reasona- 
bly cl o so to achieving th at. The 
machine-gunning action has a 
definite bloody appeal and, as 
usual, two-player action 
boosts the playability no end. 
It's fortunate that game play is 
so strong, in tact, as the 
graphics are rather too jolly to 
create the necessary air of 
menace, and the military 
soundtrack isn’t really very 
rousing. Still, fans of the 
arcade game should be well 
pleased to hear that the joys- 
tick control benefits, greatly 
from the absence of the coin- 
op's unwieldy twist joysti c k . At 
this price, ! would hardly call 
Ikari Warriors an essential pur- 
chase, but ft has much to offer 
hardened arcadesters. 


PRESENTATION 77% 

Standard arcade options with 
the addition of pause and restart 
facilities 

GRAPHICS 75% 

Accurate reproductions of the 
arcade original's, so they do look 
Slightly dated. 


cm l 




Compel entiy programmed but 
unfortunately it only mimics the 
repetitive coin-op tunes. 

HOOKA BILITY 85% 

The mixture of jungle running 
and tank driving is difficult but 
enjoyable to play. 

LASTA BILITY 71% 

Expl orat ion of ever -deeper part s 
of the |ungle is brilliantly addic- 
tive 

OVERALL 74% 

An accurate conversion of an old 
but playable Conim&ndo variant, 
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PRESENTATION 81% 

In-game instructions, difficulty 
levels and bonus sequences - if 
you had to put 1 0p in the Amiga, 
you'd almost be playing the 
coin-op, 

GRAPHICS 53% 

Faithful to the slightly outdated 
original though just a touch too 
slow when the screen gets 
crowded. 

SOUND 51% 

Tinny Star Wars title tune plus 
Sampled speech and one or two 
unexceptional effects. 

HOOKABILITY 84% 

You've fust got to see whether 
you con complete all four stages 
m one go . . 

LASTABILITY 79% 

. , , and whether you can do it 
again, with more points or fan- 
cier flyrng, 

OVERALL 82% 

An excellent conversion - 
atmospheric, addictive and 
faithful to th© cosii-op, 


Han Sole's in the hot -seat next. 
The Millenium Falcon is under 
attack from Imperial TIE fighters - 
if he manages to blast them out of 
the way all Han has to cope with is 
the asteroid field. Easier said than 
done: every collision involves the 

the most faithful version of 


Domark, £19.99 


B ! 

! 


■ack in the old days, if you 
wanted to be like Luke 
Skywalker. you had to grow 
our hair long, spend hours' per- 
fecting a wide-eyed goofy grin and 
use a broom handle for a light 
sabre. Imaginative? Maybe. Cool? 
Absolutely not. 

Just when your reputation was 
really at an all-time low. the con- 
version of Star Wars appeared. 
Coping with that was a sinch. 
Question is, can you still cope 
when The Empire Strikes Back ? 

Your main objective sounds 
dead simple: reach the protective 
safety of a huge asteroid. Trouble 
is, you only have five shields and 
you've to survive four levels of 
danger first. Get hold of your 
nearest snowspeeder because 
first of all you play the part of Luke, 
Probots are trying to transmit plc- 


Cor! Another 
superb conver- 
sion in the Star 
Wars trilogy - not 
only is it the best 
film of the three, it's also the 
beat arcade game. The variety 
is what makes it so enjoyable - 
one minute you're poncing 
around gaining a 20,000 point 
bonus flying through the legs 
of the AT-ATs, the next you're 
swaying left and light in your 
seat trying to avoid the nerve- 
wracking asteroid field! 
There's so many extras that 
monotony doesn't apply as 
much as it did in the original 
Star Wars - ftie gaining of Jedi 
status, shooting probots for 
points and attempting to stop 
each wave reaching a goal, 
just blasting the hell out of 
everything * it's great! Maybe 
it’s simply because ft's got that 
huge name behind ft, but The 
Empire Strikes Back is brill I ant 


T D-mark's The Empire Strikes Back 
the e-oln-op to date 


A 'Use the force, Luke, use the force* 

tures of the Rebels' power 
generator to Darth Vader and 
you've got to try to shoot therm 
first, 

Immediately, you're face- to- 
face with small AT- ST and huge 
AT- AT walkers: you've got a 
limited n urn ber of tow cable s to fire 
before you make it to the rebel 
base. Next, look cool, because 


and boy, do you need it! 

loss of one whole shieid, 

Hit a certain number of targets 
on each level and you’re awarded 
a JEDI letter. Collect all four, and 
you attain true Jedi Force, a power 
which makes you invincible 
against all Dark Side enemies for a 
limited amount of time. 

So, put that in your pipe and 
Smoke it, Darth. 


Hurrah! one of my 
favourite arcade 
machines (not 
that you see them 
much nowadays) 
converted to the Amiga, It’s 
not quite as good as the origi- 
nal - the vector graphics are 
just a tad too slow for that — 
but who cares when you can 
zoom through the sky shout- 
ing out 'Death to the Empire 1 
and ‘Kill Darth Voder 7 at the 
top of your voice . . , er . . . 
preferably, when there's no- 
one else in the room. Being 
able to use the mouse is a 
definite improvement over 
messing about with a sluggish 
joystick, and really recreates 
the atmosphere of the 
arcades. The only real disap- 
pointment is the sound - 
surely the Amiga could have 
provided us with a bit more 
than a Chewbacca roar and 
one or two sampled squirts? 
Still, I'd rather play this than 
any other Empire conversion 
Tve seen. In fact, 1 think I’ll 
Have another go . . , 


Domark did a pretty good job with the Amiga con- 
version of Star Wars end they've done it again with 
The Empire Strikes Back, The careful presentation 
manages to recapture a lot of the frenetic atmos- 
phere of the arcades, and as you've got the option 
of using the mouse (which I'd definitely recommend}, you don't 
have to worry about controls and can just get on with doing what 
comes nature fly - ie, shooting mindlessly at everything in sight - 
great! ft s a pity that following the unexceptional quality of the 
sound in Star Wars, Domark haven't thought to improve it a bit the 
second time around. OK, soft's true to the original but the arcade 
version was released some time ago. A more up-to-date sound- 
track and the Amiga conversion really would have been some- 
thing to shout about. 
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If you re looki ng fo r fancy graphics and sound, don’t 
buy Atron 5000; if you're looking for one of the 
simplest and most addictive games on the Amiga, 
iook no further. There's something about the way 
it's brought out the malicious instincts of everyone 
In the office this month - it s almost worrying to think your so- 
; rieplds could 9>oat 50 much when you slam into a brick 
wail! It s so hard to put down - you're always coming back for 
just one more go 1 so that you can wipe the floor with a grinning 
Geordie, an out -of-her -tree Austro -Egyptian or a rad dad from 
Flint. Quite simply, it's brilliantly addictive from the first time you 
pick up the joystick; but beware * it's the ideal way to lose friends! 



t 


Players, £14.95 disk 


O ur Amiga's had all its 
going to take from you and 
has decided to tom the 
tables. Using the home-made 
laser digitisation equipment that 
you recently interfaced it with, the 
computer “somehow' sucks you 
into its binary by-ways and plonks 
you behind the handlebars of a 
light- wheel for a game of Afron 
5&D& Whal a good plot. It makes 
you wonder why no-one's made a 
film like this {IRONY WARNING, j. 

Atron is a battle to the death 
between you and another rider, 
fought in a series of scrolling 
arenas, littered with obstacles. 
Each light- wheel moves ground 
the arena at a fixed speed, leaving 
a wake of pure energy {deadly to 
the touch) with which he has to 
fence in his opponent, Both riders' 
positions are shown on separate 
scrolling displays allowing each to 
keep an eye on whatever traps the 
other might be laying. 

Clever riders can make use of 
icons which appear in the arena. 



As far as I'm con- 
cerned, this 
knocks pixels off 
any of the other 
Tron games 
we've looked at this month, fts 
12 different arenas give it the 
variety the others lack and the 
pickups lend the game an air 
of malicious fun. Nothing 
beats watching your opponent 
go up in flames after you've 
dumped a wall right in front of 
him. Nothing, that is, except 
watching him head towards 
the side of the arena then 
speeding him up at the last 
nano- second so he can't turn 


in time! The graphics are even 
more sophisticated than they 
need to be, with bas-relief 
pipes and domes cutting down 
the space to manoeuvre, but 
sound isn’t used particularly 
well. AH you really get are a 
couple of digitised l/RQOAfsat 
the start - rt would have been 
nice to maybe have a sample 
of the NYEEEEE sound from 
the film. Still, Atron’s loads of 
fun, and at the price, well 
worth a purchase. 
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► Aarghl Collision! Banana! 

Each icon is one of two colours, 
corresponding to the colour of a 
light- wheel. A red bomb, for exam' 
p!e, erases the trail of the red rider, 
while a yellow bomb does the 
same for the yellow rider. An “S' 
puts one light- wheel into turbo 
mode, consequently making it a lot 
harder to control, but also allowing 
skilful riders to enclose their oppo- 
nents quickly. The ' M “ arms its col- 
lector with a missile which can be 
used to blow an escape route 


through an obstacle. When a l W‘ 
icon is activated, a wall is instan- 
taneously built right in the path of 
your opponent, inspiring big 
laughs ail round, (ie, HA HA). 

The fire button activates a 
weapon. The fact that you can cal- 
led icons of your opponent's col- 
our means you can make life fun 
for him by giving his hght-wheet 
turbo speed just as he“$ 
approaching a wall. What a nice 
game. 


PRESENTATION 86% 

Single and two player options, 
along with three speed settings. 
Effective split screen display and 
high score table saves to disk, 

GRAPHICS 79% 

Not brilliant, but differing arenas 
provide more variety than most 
games of this type. 

SOUND 65% 

Good sampled effects ancJ 
reasonable whooshing and cor- 
nering sounds, 

HOOKABIUTY 90% 

Play is fast and the many cum 
ning methods available for wip- 
ingout your opponent can make 
the action very satisfying. 

LASTADIilTY 82% 

Each game takes you through all 
12 arenas, so there aren't any 
graphical secrets to uncover, bui 
t he urge to bump up your score 
is hook enough, and the two- 
player opt ion will keep you going 
for months! 

OVERALL 87% 

An exceptional variation on the 
old Tron theme, especially 
addictive in two player mode. 



IIVKOCKW! 

J 


C— £=€-= 



Wow! - two games based on one of my favourite 
films in one Issue! It's enough to turn you pink with 
pleasure - when it’s not making you so mad that 
you’re going a nasty shade of bright beetroot puce, 
\ f you want to make new friends, don't Invite 
them back to your bouse for a nice cosy game of Atron 5000- it's 
designed to bring out the worst in everyone. You just can't resist 
letting out a gloating snort when somebody ef&e careers head- 
first Into a brick wall {and nobody laugh at me, or else . . . ) You 
wouldn’t go out of your way to call the graphics outstanding 
though the clashing, bashing sound effects are pretty atmos- 
pheric - it“s another one of those situations where gamepfay is 
fill that counts. One reservation -the one- player option is slightly 
easy. But who cares when there's a whole stack of friends you 
can really annoy? 




i 
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Spectrum 

cassette £7.95 

Spectrum +3 £1195 
Commodore 64 

cassette £9.95 

Commodore 64 
disc £12.95 



for mail order piease fend your order and remittance (cheques 
payable to British Telecom pic or direct debit from Access/Visa card 
by stating card number and expiry date) to. The Marketing 
Department, Telecom; oft. First Floor, 64-76 New Oxford Street 
London WOA IPS 

Telecomsoft, First Floor, 64-76 New Oxford St London WC1A IPS. 

Firebird and Firebird Logo are trademarks of British TeletvmfnunHMions PLC 



A LEGEND IN GAME5 SOFTWARE 




Thar's bin some real rootin’ tootin’ trouble down at oT Gulch Creek. The 
innocent Townsfolk are bein' bounded by them pesky varmits from 
Dusty’s Place and (hangs are lookin’ bad 

Bat, when (bangs get bad ... the locals send for yon, Quick Hand Lake. 

Six goes a*blazm, you're meaner than a rattler an’ twin as deadly, as 
yon sends ol’ Dusty's critters to Boot Hill Cemetery ... bat watch out for 
them poor of Townsfolk. 

Great graphics, sound and addictive action . . reckon yon sure ain't no 
Joystick King if yoa can’t dean up Gulch Creek! 


SfKOnw « XSk cassette £8.99 
Austral CPC eaasette £9.99 
Cesaoitat 6*T28k cassette £9.99 


Specemit3(UKf1iH 
Aosttsd CPC disc £ 14,99 
CoBModore 64 jjtk disc £1499 

Maitedi is the resend trade mart of Mtiicch Games ltd. 
Mattcdi Emm, kf fence, Perauer Sly, Sana 8N24 -SEE 
TEL (OJZ3|36MSt TELEItBJSSJS Matte G f At (M23) 164460. 
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Arcana, £19.99 


iem Up 


i nstead of the harmonious 
strains of pipe music and 
ambrosial melodies, Mount 
Olympus is echoing with loud 
voices, the clash of armour and 
unmentionable tour- letter words. 
There's one four- letter word wg 
can mention though and thai's 
ZEUS (you know -the one with the 
heard and the thunderbolt). Bored 
with all this quarrelling he's 
devised a contest to shut m 
once and for all. 

The new enhanced version of 
Powerplay (the original Amiga 
game was released last year) fea- 
tures 21 hand-drawn portraits of 
all the characters in addition to 
improved graphics and more finely 
animated challenge screens. Play 
itself remains pretty much the 
same: up to four players choose a 
difficulty level and pick a team of 
warriors from a suitably godlike 
selection. 

Gods take it in turns to decide 
on a piece and answer a trivia 
question, Get it right and you’re 
lowed to move the appropriate 
character one square in any direc- 
tion on the multi-coloured board 


(different colours represent differ- 
ent trivia subjects). As questions 
are answered correctly, each 
character accumulates wisdom 
points; a score of 25 or more gives 
you the option to mutate Ip a 
higher grade of character (and 
there are some pre-tt-y UGLY 
ones on later leveisj- 
lf you concentrate for too long 
on a particular piece, other mem- 
bers of your team begin to get the 
hump. Occasionally they'll start 
moving about and stretching their 
legs of their own accord. Try to 
move on to a square occupied by 
an opponent piece and you're in 
for a fight , , . well, a challenge 
really. As if by magic you're trans- 
ported to ihe site of a blazing lava 
pit or a gorgon's lair. The players 
compete against each other to 
answer the same questions. The 
more questions you get wrong, the 
closer you get to falling in the lava 
pit or being turned to stone by the 
gorgon's fatal stare. 

Lose a challenge and you ‘re- 
demoted a character grad 
There's no grade lower than one 
so if a grade one piece loses a 
bead -to -head it vapourises and 
disappears from the board. 


As I've been hooked on trivia games ever since I 
watched my first episode of Sale Or The Century, I 
could hardly control my excitement when I heard 
about Arcana's latest release, (it hasn't got Nicholas 
Parsons, for a start). On elF formats, Powerplay is still 
the best fix of computerised trivia around - it manages to involve 
aU the players all of the time and doesn't give hours of playing 
time to the smarmy smart alecs who've tried to memorise the 
questions beforehand (like Paul). Having said that, the new 
enhanced Amiga version isn't all that different from the original. 
The character portraits do add a bit of interest but one of the 
challenge screens has been sacrificed for the extra animation- 
and a few more sound effects would have added to the atmos- 
phere. This is probably the smarter version of the two but don't 
bother buying ft #r you've got the original. 



i This ia one stony glare you won't forget 


There's just one snag. If you 
make all your opponents disap- 
pear there’s going to be nobody 
left to praise the smarty pants. 
Serves you right, clever clogs! 



At least the 64 
version of Pow- 
erplay had a 
sense of humour 
-you'd have to go 
far to find much sillier chal- 
lenge music - which is basic- 
ally what made it fun to play. 
Apart from the graphics, which 
do look pretty good, all the 
other Amiga improvements 
leave me cold. The way the 
characters keep going off and 
walking about on their own, 
creating a challenge when you 
most definitely don't want one 
(ie. have zilch strength) gets 
pretty annoying - probably 
why they called it irritability 
factor. There isn't any sound 
to speak of and the slowness 
of the action gave rise to one 
or two hefty snores. Unless 
you’re a trivia addict, think 
before you grab this off the 
shelves. 


T Go or - you can begt g dog, csn't you? Well, in Powerplay, even the dogs have brair^ so you'd better watch out 


w, 

i •‘J*- 



score o 
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This was one of 
my all-time faves 
on the good ol‘ 
64, because it 
wasn't just a lit- 
eral translation of a question 
and answer game - it was also 
fun! I particularly liked the Jolly 
challenge music, something 
which this version lacks (and 
suffers as a result) - in fact, it’s 
on the whole leas cute ' n ' 
cuddly. However, this more 
formal ’epic’ approach works 
extremely well, not least 
because of the superb pics of 
the challenging armies. The 
random element adds a touch 
of fate which can sometimes 
be annoying - but then, what 
would the game of the gods be 
without Fate? The c lever ques>- 
tion and answer system and 
the levels of difficulty mean 
that even if you think you know 
the answer, you're pushed to 
find it in the time allowed. On 
the whole, it’s the kind of game 
/ go crazy over (being an aspir- 
ing smart-arse), and if you're 
into trivia too, check it out. 


PRESENTATION SS% 

Up to four players can choose a 
godlike array of warriors to fight 
over a range of difficulty levels. 
Pi act lee option and a digitised 
end-game message Irom Zeus. 

GRAPHICS 84% 

Cefestiaf detail and clever ani- 
mation make for some heavenly 
moments. (Groooaaan - Ed.) 


SOUND 55% 


A few sampled effects - nothing 
to write home about 


HOOKAH I LITY 86 % 

Designed to make you want lo 
heat your know-all opponents to 
a pulp. 


LASTABJLiTY 79% 

A huge question file ensures 
hours of fun - if you cart still per 
suads your fnends (?) to play, 
that is. 


OVERALL 82 % 


Fi t for the gods - but not if you vc 
got the other Amiga verson 
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Titus, £24.95 disk 


T he world stands on the brink 
of holocaust: the tntergatac- 
tic ’Liberation Organisation is 
threatening to destroy the Earth. A 


powerful force is needed to restore 
freedom to the world and - 
wouldn’t you know It? - that force 
turns out to be you. 

Equipped with the Thunder 
Master a four wheel drive 
armoured vehicle with a roof- 



Thls has to be ode of the fastest games I've ever 
seen - In fact I'm sure your only hope of success is 
to slip into a parallel universe in which time runs 
slightly slower. Now I've said that you're probably 
thinking that driving and blasting at breakneck 
speeds is pretty exhilarating stuff, but Pm afraid it isn’t + Speed 
has been gained by compromising on animation and hence 
realism, so tanks, tank traps and helicopters appear on the 
screen only to disappear again almost immediately. Driving 
towards such a high-speed onslaught of obstacles is more a test 
of luck than skill and you just don’t feel In control of the action. 
Consequently, for all rts pretty graphics and raucous sound 
effects,. Fire and Forget fust Isn^t very compelling. Certainly not 
compelling enough to merit such a whopping price tag. 


p. i 





jIl Which Theatre of War would you like to bring carnage to? 



I played the ST incarnation of Crazy Cars, this 
game’s predecessor, and found its 3D depiction of 
events quite effective but play itself was unexciting. 
Fire And Forget on the Am iga retains the latter quality 
but is desperately short of convincing 3D as well, In 
an attempt to generate a frenetic feel to the action, Titus made 
an obvious choice in having the car tear along at a rapid pace 
while obstacles and, more importantly, enemy vehicles, 
approach at a frightening rate. T n do this, they've taken the easy 
way out, by removing numerous animation frames! The objects 
are speedy but increase in size drastically between frames - in 
some situations a helicopter appears in the distance and flies 
over your car in two frames! The Road Rasters element does not 
work; you just pound away on die fire button hoping you’ll 
destroy everything in your path. The two player game adds a littje 
interest, but not enough to make Fire and Forget memorable. 
What was this comment about again? 


‘ fr 



Bj 

OA 

MC 
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Elite, £24.99 disk 

>his is a game featuring a 
superhero. Ha’ You 
expected me to tell the 
underpants joke didn't you? Well 
I "m not going to tell the underpants 
joke so there, NYAH! The 
superhero in question is Bomb 
Jack , star of arcade screens 
throughout the land as he, risking 
life and limb to save the planet 
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from . , .. (blah, blah, blah), 

Now, some nasty character 
from somewhere vilSe In some- 
where else land (okay, I don't know 
where exactly, but it's got to be 
somewhere so let’s leave if at that) 
has taken a severe dislike to many 
of the world's most popular touri st 
spots - namely the Great 
Pyramids, the Parthenon, Disney- 
land. Miami Beech and Hollywood 



New York is just piled high with explosive devices Jo dispose of 



Bomb Jack was one of my most favourite arcade 
games a few years ago and I was incredibly disap- 
pointed by the 64 conversion. When I beard about 
an Amiga conversion, I thought that at lest I would 
see a decent home version of the game, but, 1o and 
behold, it's not much better than its predecessor! The arena 
seems bigger, which improves the ga meplay a bit fa very I ittle bit), 
but the robots act so stupidly that it's far too easy to complete 
the first set of levels. The opening music gives you a general Idee 
of what to expect, in fact I'd go so tar as to say it's the worst I've 
heard on the Amiga. The graphics aren't much better either; the 
backdrops are OK, but the effect is ruined by the emaciated 
sprites and piddly platforms. Bomb Jack is a seriously sub-stan- 
dard conversion and I expect much much more from the Amiga. 


Weil, er , . . . This 
Isn’t really what 
honest (?) games 
reviewers like us 
are looking for at 
£24.99, is It? I mean, the 64 ver- 
sion wasn’t up to much and, 
despite arcade-accurate 
graphics faaah, f remember 
the arcade), this isn't either. 
For a start, It’s too easy - a lot 
easier than its coin-op coun- 
terpart - and to make things 
worse, It's far too expensive. 
Then the sound is pretty terri- 
ble - I’d rather be kept awake 
alt night listening to the Bee 
Gees - and the presentation Is 
virtually nonexistent; get the 
impression that there's not 
much to recommend It? In 
fact, wouldn't this kind of basic 
platform game - licence or not 
- be better around £10-15? I'd 
only urge ardent fans of the 
original to try It. On second 
thoughts, no I wouldn't. 



mounted missile launcher and an 
optional air assault craft called the 
Thunder Cloud (hard, or what?) - 
you must drive through six key 
areas to destroy the ILQ Craft, 
Enemy tanks and helicopters can 
be vapourised with your gun, for 
bonus points; in two-player mode 
a friend can control the Thunder 
Cloud. The aircraft's fuel supply is 
maintained by boarding the Thun- 
der Master from above. 


PRESENTATION 79% 

Neat hr -res int roduction pictures 
and novel two- player option 

GRAPHICS 67% 

Some attractive detail let down 
by poor 3D animation, 

SOUND 65% 

Unusual (irrelevant) samples and 
passable music, 

HOOKAflILITY 53% 

The very fast action Is more of an 
annoyance than a source of 
excitement 

LASTABIUTY 38% 

Three skill levels do nothing ip 
help your world -saving quest. 

OVERALL 47% 

A poorly programmed Road 
Blasters variation, Easily forgot- 
ten (predictable comments inc). 


- and has planted a number of 
bombs designed to blow them to 
bits. In case anyone decides to fry 
and thwart Ns plans, he leaves an 
army of robot warriors at each 
scene to guard the bombs. You 
take the pad of the daring 
superhero in his race to defuse the 
bombs before they detonate, by 
leaping across platforms picking 
up the explosives as you go. 

So off to save the world you trot. 
In fact you're in such a hurry, you 
manage to put your underpants on 
Over your tights, (Oh no! I said ttl 
Aaaaargh!) 


PRESENTATION 52% 

A few standard options and the 
title screen looks as though it's 
only there because it has to be 

GRAPHICS 59% 

Decent backgrounds but there's 
naff all good about the sprites, 

SOUND 23% 

Well, it's in tune , . . 

H DURABILITY 30% 

As soon as you hear the title 
music you know it's going to be 
rubbish . . . 

LAST ABILITY 25% 

.. . and ,1 doesn't get arvy better. 

OVERALL 39% 

Yet another poor arcade conver- 
sion of Bomb Jack - the game 
must be doomedt 



access to an underground bonus 
level. 

At this point the foxy lady stops 
being a lady and turns into a fox. 
Underground goodies include 
mega gems and mega whips, Col- 
lect them all and you’re back on 
the surface resuming the whip- 
lashing battle to survive. Epic, 
huh? 






monsters c 
out for a tas 
The only 
alive is Vixt 
foxes and 1 


Martech, £19,99 disk 

O n ihcse days when the bus 
is late, there’s a bumper 
edition of Gardener's 
Question Time and you can’t find 
your deodorant, cheer up - life on 
other planets is EVEN WORSE 
Grahath, for instance- a planet full 
of whopping great prehistoric 
constantly on the look- 
ity bit of lunch, 
human being still left 
Vixen, who was raised by 
and is mistress of a pretty 
nasiy whip. Her strugg le to survive 
this hostile environment is 
depicted in the form of a senes of 
timed horizontally scrolling levels. 

Sensibly equipped with bikini 
and leather lash, she jogs along, 
leaping chasms, climbing slops 


The Vixen publicity campaign has really fallen flat, 
splat on its face. If the box weren't covered with 
pictures of Connna Russell, ft probably wouldn’t be 
so noticeable that the Vixen sprite doesn't look like 
her at all. With no face, a gait like a limp chicken and 
a limbo-dancing death throe, she doesn't look as If she could 
survive a tiny tots’ disco - let alone Granath. The appalling 
graphics wouldn’t matter eo much If the gamsplay made up for ft 
- but h doesn't Hour upon hour of crouching and whipping is 
about as fun as eating ten raw elephants with false teeth. Bfeucb! 
The controls are awkward and so is the scrolling. If you feel like 
splashing out, splash out on something else. 


and whipping crowds of prehis- 
toric blobs into the ground, Hitting 
headstones reveals bonus objects 
and fox time icons. Coiled enough 
of the latter and you're granted 


A in ihs caverns, where gem collection Is the primary occupation of 
the female weref ox 


Vixen, In my opin- 
io,. f got Off to a 
bed start with the 
public, relying on 
the software 
buyers’ pervinsss and a 
stream of controversial pub- 
licity to promote sales. Ail the 
hype seemed to me to be built 
up around a load of preten- 
sions, and we find, as 
expected, that the game 
doesn't live up to these preten- 
sions. The jungte-music 
soundtrack soon becomes 
tedious, and the graphics look 
as dated as an episode of Lost 
In Space, except Vixen Is in eol- 
our, worse luck. 1 say 'worse 
luck’ because the colours are 



A Foxy lady, Corlnne Russell lets fly with her trusty whip 


I didn't think much of the 54 version when it ca me in, 
and, deary-oh-me, the Amiga version is no better. 
Gameplay is still the same pointless move-right- 
crouch-whip stuff that had me slumped over the 64 
keyboard, which Is no more than you would expect, 
I suppo se. 1 But the g raphlcs a nd sound —Surely they're Improved* 
Paul?’ Welt, not really* Miss Foxy Amazon lopes along like a 
reluctant jogger to the beat of some insipid jungle disco sounds, 
and Granath 1 s itinerant fauna still consists of poorly-animated 
mutant . * . things , * . which don’t resemble anything that could 
evolve by Darwin’s processes of Natural Selection. Sound effects 
don’t exactly recreate the mystery and excitement of the jungle* 
and even Vixen’s deadly whip makes a noise like someone click- 
ing their fingers. Suffice It to say that the game lives up beautifully 
to the very tacky packaging* and ts deserving of no-one’s money. 



hideous, I mean, green and 
orange monsters, yeeeuurg! 
Howevermuch Martech 

charged for this it would be toe 
much* Actually, you’d have to 
pay me to have this! Vixen Is 
dreadful* Really dreadful. Got 
the message? 


PRESENTATION 45% 

Unless you count the Corinne 
Russell poster - nothing special 

GRAPHICS 35% 

Featureless main sprite sur- 
rounded by prehistoric alien 
blobs. 

SOUND 47% 

Average in-gamo tune plus Tar- 
zan drumbeai. 

H DURABILITY 26% 

Curiosity keeps you playing until 
you get to the bonus section . . . 

LftSTABILlTY 15% 

. . but not much longer, 
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imagine, disk 

Y our careers officer in 
school really had a hard 
time finding you a job. Just 
spying I wanna be an 'ard man*' 
wasn't exactly helpful. Still, now 
you’re in the Special Operations 
Corps fSOC), you've been sent on 



a well dangerous mission to steal 
information from the enemy. 

You must tight your way over a 
budge in your jeep, through air 
defences in your helicopter and 
finally, on foot into the headquar- 
ters themselves, proclaiming 
yourself a hero! OK, OK and a well 
'ard geezer' if that's what you 
want . . . 


Good grief! Come on Imagine, J thought the Amiga 
games market had passed through the 'Never Mind 
The Game, took At The Graphics' phase! The level 
of gameplay in Army Moves is so minimal that it 
annoys me to think that people may have paid out 
big bucks just so that they can practise holding down the fire 
button and religiously going through two joystick movement pat- 
terns. The slightest deviation from the stringent stick manoeuv- 
ering results in instant death, and a return trip to the start of the 
level! So if, after ten minutes' play, you haven't vengefu lly put the 
disk under the grill and watched it bubble its way Into oblivion, 
you'll be slumped over your joystick dreaming of happier times. 
I regret the loss to the world’s natural resources caused by the 
production of this utterly awful 'game T . 



SCORE 



A |f you're insane or ft little bit quirky. Pay 25 quid for Ocean's 
turkey 


I must admit I've 
never seen the 
arcade game, so 
I can't comment 
on whether this is 
an accurate conversion or not, 
but if it is faithfu I to the con n-op 
original, then I can safely say 
that it wouldn't get any of my 
ten pees pushed into it! Army 
Moves just doesn't utilise any 
of the Amiga's power to create 
fantastic graphics and realis- 
tic sound- They'd be passable 
on the humble €4, but on the 
Amiga they're nothing short of 
pathetic. The action is fiercely 
difficult and the only way to get 
through level one is by 
repeatedly shooting, jumping 
and backing off - not the most 
engrossing gameplay ever. If 
you like your Amiga, then don't 
make it suffer by loading this 
into it. 


PRESENTATION 28% 

A high score table . . and that's 

it. 

GRAPHICS 21% 

Bland sprites and sparse back- 
drops utilise little of the Amiga's 
potential. 

SOUND 12% 

Constant un melodic title track 
and pathetic effects. 

HOOKABIL TY 33% 

F rustratingly hard from the word 
go. , , 

LAST ABILITY 29% 

, , . and very boring. 

OVERALL 24% 

Atmosi non-existent gameplay 
makes this very poor value for 
money. 






'wMd ij? 

t 


Players, £9.95 disk 

I f you had a fresh planet to col- 
onise, probably the last name 
you'd think of (barring a few 
other unacceptable options) 


Vouch! Give me 
Atron 5000 any 
day, since this is 
a hopeless 3D 
interpretation of 
one of the more addictive 
game genres. OK, so the 
sound is annoying and the 
game over tune grates; and 
OK, so the graphics are basic 
to a fault - but the gameplay’s 
all right, isn't it? Well, erm , * , 
no. ’Die gameplay is basically 
crap, i can guarantee that 
within ten seconds of starting 
the game in. the maze, you'll be 
dead. If you’re unwise, you’ll 
pick up the joystick to have 
another go. Try a third time, 
and you should be certified. 
It's frustrating, tedious and 
irksome, and should have 
been kicked in the teeth long 
ago. 


If there's someone you don't like very much lurking 
at the bottom of the list of your best mates, here’s 
just the game you should spend ages persuading 
them to buy. Just think -they’ll never getthat tenner 
back. It's notthe minimalist stick-insect graphics or 
the annoyingly grating tune so much as the appalling gameplay. 
For a start, the long-range scanner doesn't show any of the other 
tazercycles so you can't see who you're not meant to be bumping 
into. Fun, huh? Turn a corner into a gaping, wide, enormous gap 
and you and up crashing head first into an invisible wall (even 
funnier). Unless head-butting is your favourite sport, use your 
brain and give this one a miss. 


would be Spazm. Pity the Spaz- 
molds didn't think like that . . . 

Having saddled themselves 
with such a depressing name, the 
Spazmoids need something to 
cheer them up - so (wait for It) , . . 
they flock to the laiercycle arena. 
Obvious really. In glorious 3Q P you 
try to get your computer-control- 
led opponents to crash into the 
energy trails emitted by their veh- 
icles or the arena walls.. 

If you win, you're a hero, if not. 
you're dead. Isn’t sport great? 


PRESENTATION 50% 

A whole range of arena patterns 
and other menus including three 
drfficulty levels - not that this 
helps. 

GRAPHICS 29% 

Basic wire-frame 3D which gets 
filled in occasionally, 

SOUND 31% 

Repetitive tune plus really irritat- 
ing game-over sequence. 

HOOKABIUTY 7% 

Less hook than Fra n k Bruno with 
his arms in plaster ., . . 

LAST ABILITY 5% 

. . , and even less long-term 
value. 

OVERALL 9% 

A pathetic parody of a Tran-style 
game, with crippling controls 
and as much excitement as a day 
with Paul Glancey. 
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Elite, £24,99 disk 

E ver since you were a boy 
you've heard stories of the 
distressed land beyond the 
ice Palace of the dark lord. You 
always regarded these tales as 
mere fantasy, but the simple truth 
of the matter is that the tales of the 


gradually being overwhelmed by 
the forces of evil and so needed 
the help of the wood spirits. Since 
there was no way for a messenger 
to escape to summon help, they 
were retying on someone to find 
the arrow and bring the spirits to 


them. 

Guess what 7 One day, whilst 
you were walking in the woods, 
you saw something shimmering in 
the undergrowth. It was an arrow. 

Driven by the forces of the 
woods, you find yourself walking 



atrocities have merely been dis- 
torted from the truth over years of 
telling. 

The thing is. the battle is still 
being fought , „ „ 

One legend which has stayed 
the same tor as long as you can 
remember is the tale of the blessed 
arrow, The forces of good were 



like a bit of a 
challenge „ but 
Beyond the Ice 
Palace takes 
things a bit far! It 
looks and sounds very nice, 
but play is made disc ouray 
ingly difficult by the F£&Ving 
monsters which lurk out of 
reach of your weapons (and 
sometimes out of sight) then 
pounce or tire at you when 
there's no room to take eva- 
sive action. There is some 
compulsion to get to the end 
of the first level, but the rest of 
the game just seems to be a 
maze of platforms and ladders 
- dullsville, dad! ft's a pity Elite 
haven't used their resources 
on converting the original 
Ghosts VT Goblins instead of 
producing what appears to be 
an imitation, t know that I'd be 
much more keen to spend £25 
On that. 



A The surroundings may he c hilly but the action is pretty hot Beyond 
the Ice Palace 


Gut! Anybody wanna fight? I've just been playing 
Beyond the Ice Palace and it’s really put me in the 
mood for a good punch up! The maddening frustra- 
tion i nduced by th is game took its toll on the joy Stic k 
I was using, which popped a few micros witches 
when I started mashing it into the desk! Sometimes lt T s just 
impossible to avoid the monsters or shoot them, so you end up 
dead through no fault of your own. Infuriating, huh? Well t as it 
that wasn’t bad enough, the game casts some kind of spell of 
compulsion over you, so you have to keep going through this 
agony again and again. The graphics and sound are above aver- 
age in quality but they could have been better, and once you’re 
proficient at the game, I think you’d want more than three levels 
for your £25, And I’ll kill anyone who says different! 


T He who laughs last Is probably about to kill you 



as if In a dream, towards the land 
beyond the Ice Palace. The world 
you eventually see is a desoiale 
wasteland, the trees dead and 
decaying, the buildings shattered 
ruins. You don’t really get time to 
take in the desolation of your sur- 
roundings, as a flight of demons 
swoop in towards you, 

You hurt your weapon at them in 
a last-ditch attempt to save your- 
self, only to find that another 
weapon is in your hand as if by 
magic, ready to fight again, And 
so, with an endless supply of 
weapons an d t he help of the wood 
spirits when you are really in 
trouble, you wend your way further 
Into adventure, along ptatlorms 
and up precarious ladders, to do 
b att le w it h the e vi I warn ors and the 
dark lord at the heart of the land 
beyond the Ice Palace. OK, OK, 
we won't use that phrase again. 



Beyond The ice 
Palace is the 
latest in a line of 
Ghosts 'n 1 Goblins 

variants and yet 
again the new game Isn't as 
good as the original. The 
graphics are good at times, the 
diseased trees and main 
character animation are par- 
ticularly impressive, but occa- 
sionally the effect is Let down 
by poorer sections such as the 
bland and repetitive building 
graphics. The sound Is none 
too astounding either, consist- 
ing of a drab soundtrack and 
average spot effects. As for 
playability - well, there isn't 
really a lot to it, and what's 
there is difficult. I suppose 
that’s because there are only 
three leve is, so they don t want 
you to finish too quickly, now 
do they? Well I was finished 
playing after a short while 
because I got a bit fed up of the 
same old thing all the time. 
Have a look if you're a fan of 
the genre, but I can't see a lot 
of others being that enthused. 


PRESENTATION 61% 

Plot- divulging opening scroll 
and a few options, comprising 
key definition and music on/off. 

GRAPHICS 72% 

Vary in quality, but the sprites 
and backdrops are generally 
well-defined and animated. 

SOUND 66% 

Average music and Inoffensive 
effects , but not much to create a 
spooky atmosphere, 

tf DURABILITY 63% 

A little too difficult to get into due 
to the evasive enemies. 

INSTABILITY 69% 

Just a tad repetitive. 

OVERALL 70% 

A slightly above average Ghcsls 
'n* Goblins game, 
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A s the human race edged 
closer and closer to a nuc- 
lear suicide in the latter 
years of the twentieth century, the 
Maincore Computer Development 
research team Joined forces with 
other European scientists to set up 
the Pandora project. Its purpose 
was to find new forms of life more 
intelligent than man and to apply 
their knowledge to attempt to 
patch up the problems of the 
human race. Due to The expected 
length of the mission, the project 
called tor a completely self-con- 
tained environment capable of 
maintaining life for a limitless 
period of time. For this reason, the 
research and deshgn team 
developed the Pandora system, a 
seventh generation computer, to 
control the environment on the 
ship - also named Pandora - as 
well as the security systems. 

The computer was fitted with an 
experimental component, Bio- 
Rhythmic Stabilisers, which could 
not be tested fully due to the alien 
conditions required to put the 
Computer through its prices. It was 
suspected that if the Stabilisers 
were to malfunction, then the 
com puter may express violent and 
aggressive tendencies. This was 
considered such a remote possi- 
bility that Pandora was fitted as it 
stood. 

For decades after its launch, the 
ship Pandora was treated much 


4 ^ the Pandora's chapel, and the reside ciergyman looks JikB he oats 

Atheists for breakfast 


I didn't expect to 
like Pandora, 
since the first 
phrase that usu- 
ally springs to 
mind when f see this type of 
game is ‘adventure-strategy 
game, ughf. But I must say I 
was pleasantly surprised to 
find it extremely playable and 
atmospheric. It does require 
some thought {something I’m 
not particularly equipped for), 
but the puzzles aren't as 
ambiguous as some ‘serious 1 
adventure games and the ans- 
wers can be found quite easily. 
The graphics portray the vari- 
ous characters and positions 
nicety, with some brill details 
like the priest's cape and the 
headbutting hooligan [al- 
though the markings on the 
squash court don't seem quite 
right). Sound is used sparingly, 
but to good effect nonetheless 
- and the title music is of a very 
high standard. You don't usu- 
ally see presentation and 
graphics of this standard in a 
strategy game, which makes 
Pandora stand out from the 
crowd. 


like a foreign island, with its own 
nationals running their own sys- 
tem, the computer rather like the 
lord of the land. Only now, 200 
years later, is it considered to bo 
worth more than the usual amount 
of attention, because instead of 
maintaining its course the ship is 
on its way back to Earth, and it’s in 
a hurry, 

You play the part of an inter- 
galactic salvage operator, who 
must board the Pandora and dis- 
cover as much as possible about 
the situation on the ship and return 
as many artifacts as possible, so 
that scientists can discover what 
alien conditions caused the sys- 
tem to go wrong. 

Fully equipped with chapel, pri- 
vate chambers and squash court, 
the ship is bursting with clues. 
Corpses litler the corridors and 
exploration reveals pfenty of pretty 
peculiar objects {what are you 
supposed to do with a Mobian 
brain -i ask you?). 

Those humans still alive will usu- 
ally want something. Provide them 
with the appropriate thingy and 
they'll usually give you seme 
incredibly valuable present in 
return. Get too close to someone 
[droids included) when yoii're not 
carrying the right object, though. 


fr 




Ci □ IIP 


■S037 


Wauid you approach that shady looking character on ih* left? 


Skinheads, maniac laughing thieves, mad musi- 
cians, solo squash players, priests in batman out- 
fits, megalomaniac motor droids -you name ft, Pan- 
dora's got it. Right from my very first go (in which I 
got completely flattened, by the way) I was hooked. 
You can spend ages just wandering around exploring all the 
different rooms observing alt the other people - which is great 
'cos most of them are ravin' mad. Once you've got into the puz- 
*1*6 you Qm for 9 et about catching that latest episode of That’s 
My Doq- you’ll be playing, getting massacred and trading right 
through untlF old Rover's dinner time. It could have done with a 
bit more sound and some less awkward push- scrolling, but apart 
from that l couldn't find anything to complain about. Shame - I 
was looking forward to a good gripe . . . 
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and, no questions asked, you're in 
the middle of a fight, Though you 
can control the power of your 
punches, unless you have a 
weapon, more often than not, 
you're likely to lose. 

Survive alt this and you just 
might make it back to the shuttle - 
I wouldn’t bet on it, though. 




4 $d what do you do now, 
arcade adventurer? (Cue 
diabolical laughter) 


When this 

appeared on the 
64 1 found it less 
than enthralling, 
hut the program- 
mers have taken advantage of 
the Amiga’s belter graphics 
and enhanced the game with 
some very smart sprites and 
backdrops. The Pandora’s 
residents, though not particu- 
larly well animated, are ail eas- 
ily discernible and each has its 
own character. The punk 
struts around, sticking the nut 
on walls and causing fights, 
while the priest just stands 
there* looking mysterious with 
his cloak flapping in some 
supernatural breeze. The sad 
thing is, the basic game piny is 
still more or less the same. 
Meet one character, find out 
what they want* find the 
character who has what the 
last one wants, and on it goes. 
Let's face it, if you were play- 
ing an adventure whose puz- 
zles just consisted of object 
bartering you wouldn't find it 
terribly compelling. Still, 
because there is so much else 
going on, Pandora manages to 
get away with it and emerges 
as a game which provides a 
respectable level of entertain- 
ment, fora while at least. 


PRESENTATION 84% 

Loads and loads of outstanding 
in-game features, but the scrolly 
messages are a tad too rapid 

GRAPHICS 86% 

Impressively detailed with plenty 
of humorou s to uch es . 

SOUND 80% 

Funky tune with sampled 
guitars. 

HOOKABILITY 90% 

Immediate playability ensures 
instant appeal . . . 

LAST ABILITY 85% 

, . . and with so many puzzles 
it’s bound to last, 

OVERALL 87% 

A boxful I of tricks, puzzles and 
entertainment, more absorbing 
than a Fiesta kitchen towel. 



QUADI^AUEN 

Loqotron, £19.95 disk 


Logotron, 

I n the mid twenty-first century, 
the strange Quadralien forces 
begin to appear in increasingly 
high numbers. Until recently they 
have been rather annoying, but no 
more. Robbing ships and stealing 
supplies was all their activity 
added up to; but now they are act- 
ing much more menacingly, 
threatening to invade the colony 
worlds of our solar system. They 
have already killed humans with- 
out robbing the craft, an act which 
suggests that something Is 
afoot , , . 

You are a travelling technical 
engineer, specialising in danger- 
ous situations involving nucfear 
power and other radioactive 
power sources, and are not to 
pleased to be dragged out of bed 
to rush lo Jupiter’s Astra station. 
When you hear the reason for your 
hasty summons, your agitation is 
replaced by increasing apprehen- 
sion. It appears that for some 
reason QyMSEC (Dynamic 
Magnetics System of Entropy 
Control} has gone haywire, shut- 
ting off the central computer’s 
external communications circuits 
and ignoring the rising reactor 
temperature' But that's nol the 
only problem . , , 

Astra’s main purpose was to 
transmit energy along quantum - 
quantum beams to long distance 
stations and installations. How- 
ever, it seems that theQuadraJisns 
have found a way to travel along 
these beams and have infiltrated 
Astra station. So your task Is 
twofold; search the ship, dropping 
colJart barrels into reactor shoots 
and reducing the entropy to keep 



the core temperature down, and 
find and destroy the mother Quad- 
ralien - otherwise, their forces 
could extend throughout our solar 
system, leaving a trail of devasta- 
tion wherever they go. 

The central computer has 
locked out all the higher levds, ao 
you must clear the Tower levels lo 
reveal an access code which will 


enable you to use the lift to the 
uppermost levels of the reactor 
station. However, due to the high 
levels of radiation in the plant after 
the malfunction, you can't person- 
ally enter the rooms. Even a strong 
radiation suit won’t protect you. 
You must sand in six remote 
drones to carry out the tasks 
required. These range from a stan- 
dard 'tug’ type drone to laser 
armed hunter drones. 

You must succeed in securing 
the station. The aliens have 
already tapped into Jupiter sta- 
tion’s power beam. Who knows 
where they could infiltrate ne click, 
bzzizzzz , . , 



Trtrp cnt igcv 


DOGOO 



-I'M? * *->‘t ***41 

Well - iia it obvious to you WheYs going on? 


At first Quadralien gives the impression of being an 
involved arcade/strategy game, but continual plays 
reveal a graphically and technically impressive pro- 
gram that pays no attention to playability. The 
objective is simple enough, but how to go about it 
remains a complete mystery, even after several long sessions 
trying to find a clue. The plot is extremely contrived and gives the 
impression that the programmers want you to think that they're 
ever so clever for inventing these difficult puzzles; but the whole 
thing just falls flatter than a steam-rollered dock. The additional 
help sheets are essential, which shouldn’t be the case wrth any 
game, since you don’t want to hang around for a few weeks 
waiting to play something you've just shelled out 20 quid for. 
Quadralien is only simple in one respect; it’s simply too confusing. 
Maff’s handy tip for the month; if you want to stay sane and calm, 
don't buy it. 


Urgh! I've just spent the last hour trying to decipher 
Quadralien and I don't think t’ve really managed ft 
yet. The concept of droids shutting down a space 
station is pretty reminiscent of Faradroid on the 64 
but the instructions are about as helpful as a 
Swedish train time-table in Japanese, You can send off to Logot- 
ron for hints but that seems a bit extreme for whafs basically an 
arcade game - even if ft does have a strong puzzle element. In 
spite of the competent graphics and the obvious care that’s gone 
into all the presentation, I can't really see something as obscure 
as this appealing to the average games player; however* ft you’ve 
got plenty of time and energy coupled with a lunatic streak* you 
might want to give it a whirl. 


W Nice graphics, huh? Who needs them when they Ye tagged onto & 
game about os entertain ing as a night out with PG and ME? 



PRESENTATION 52% 

Good in-game presentation, but 
rubbish instructions and clever - 
clever puzzles. 

GRAPHICS 81% 

Clear, colourful, sharp and tecfv 
nically very good. 

SOUND 53% 

Nol a great deal of it. and what 
Ihere is is hardly atmospheric. 

HOOKABILITY 28% 

Instantly difficult. 

LAST ABILITY 36% 

You'll quickly get very bored of 
running around in circles 

OVERALL 37% 

An example of how not lo pro- 
duce an arcade/strategy game 
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Screenshal on ST 


Screenshot on HC 


The sport of the future, combining the 
skills of soccer with the gratuitous violence 
Rollyrbair played in a space age ice sta- 


Lead your team to victory through a series 
of deadly hazard and crevasse strewn rinks 
and the kicking, barging tactics of your 
opponents. . 

Only the brave win, or even survive ! 


s-labie on C64, Amiga 
yf-C, Amstrad _ 


Distributed in UK, by 

ELECTRONIC ARTS, 11-49S 
TEL : SLOUGH (0753)46465, 


■WGLE& berks 8ft; 

Apt-. “ALL (0753) 40906 








If you managed to catch the last issue of ZZAP! you may have noticed 
that the team rather like the Amiga - but with the ST at just under 
£400, what makes the Amiga the one to buy this Christmas? Maff 
Evans has looked at both machines and provides a personal 
interpretation of what he sees as the many advantages of 
Commodore's 16-bit wonder. 


Jr M y first dabbling in the 
I jg 16-hit market was on 
• • w the Atari ST about a 

year and a half ago, and T must 
admit to thinking to myself, ^ 
'PhwoaVI These Atari machines 
area bit good, eh?', at that 
time I stood by the fact that the 
ST could hold its own against 
the Amiga and was cheaper to 
boot. Since then I've seen the 
power of the Amiga and my 
outlook on the situation has 
changed - drastically. 

Well, let's com pare the two 
machines and see whv I think 
you should buy an Amiga .T: 


the Amiga has a plethora of 
lips (well, a few 


to the Amiga's 7.14 MHz. This 
fact is often used by fans of the 
ST to defend its case The 
problem is that with the ST, all 
graphics, sound and other 
processing tasks run directly 
from the processor, wher eas 
iga 

custom chi® 

anyway), which allow it to 
carry out tasks more fcff i ci ently 
and, perhaps more 
importantly, faster than the ST. 
Th e custo m ch i ps them sel v es 
are really the key to why the 
Amiga appears to be a more 
impressive machine, 
controlling the qraphics and 
sound independently. 


GRAPHICS 

The most obvious attribute of 
the 16-bit machines is their 
amazing graphical capabilities. 
The ST has three graphic 
modes: 640x400 in two colours 
which requires a monochrome 
monitor, 640x200 in four 
colours and 320x200 in 16 
col ours. Any of the colou rs may 
be selected from a palette of ’ 
512. 

The Amiga boasts four 
modes: 640x400, two modes 
using 16 colours (either 
320x400 or 640x200) and 
320x200 using 32 colours. All 
colours are selected from an 
extensive palette of 4,096, 
eight times the number of 
colours on the ST There is also 
a HAM (hold and modify) 
mode, aJ lowing all 4*096 
colours to be displayed on a 
static screen, a feature not 
i m p I e m e nted on th e Ata ri , The 
Amiga also has eight hardware 
sprite! hard ware scrolling and 
a bit Slitter- a chip which 
allows large amounts of screen 
(or other) data to be moved 
very quickly, allowing fast on- 
screen animation. 

As you can see, the Amiga 
certainly wins out in the 
graphics field, with more 
f colours and more powerful 
graphic utilities. 



SOUND 

Being a great music fan, 
spend f ng m ost of my money on 
records, ( consider sound and 
music to be very important in a 
computer. Due to the quick 
release of the ST, Atari 
plumped for a cheap and 
available sound chip -similar 
to the ones found in the B 
Spectrum 128andAmstradCPC 
machines, The chip itself is 
rather limited, .only offer in 


the user three channels and a 
square-wave oscillator. For al 


you non-synth users* I'd better 
briefly explain, in myownway, 
about sound waves 


There are four basic wave 
shapes; square waves (used for 
string and other 'thin' sounds), 
sine waves (for a more 'pureVjl 
tone), sawtooth waves (gives a 
hard edged sound) and noise 
(gives a rasping or hissing 
tone). Combinations of these 
wave- shapes go tog ether to 
make 'real 1 sounds, which is 
why a computer needs to make 
use of them to create realistic 




effects. Since the ST can only 
produce square waves, this 
severely limits its capacity for 
music and effects, unless 
sampled sound is used but 
this takes lots of memory and 
processor time. 

The Amiga is much better 
catered for sound, with the * 
custom 'Paula 1 sound chip 
(why do Commodore Jiike 
givmg their components 
peoples 1 names?). The chip 
features four stereo channels 
(thus givmg eight altogether}, 
mne octaves of pitch, complex 
waveforms and both AM and 
F M sound sources (as used in 
Yamaha's DX sy nths), Also, due 
to the complex sound 
structures within the chip, 
5-arnpJ^ can be used with less 
processor power to give 
startling results (check out the 
sampled whale-song in 
5targftder2 or the powerhouse 
loading tune of Star Ray), 

Wei I, it seems that the Ami ga 
comes out tops in the sound 


- 


'^rrt 


~ 


comparison as well! The poor 
ST is flagging a bit H r , 

So what else have these 
m ach i ne i got a pa rt f ro m sou n d 
and graphics? Can the 5T 
redeem itself in another area?. 
Well one thing that the ST 
has is a built in MIDI interface, 
which has made it very popular 
with musi ci an s with a n 
extensive electronic music set- 
up. The only problem is, after 
spending yourmoneyon theST 
and buying your MIDI synth/ 
drum macnine/sa mpler or 
whatever, the sequencers for 
the ST usually cost over f 200* 
Since there is a plug-in MIDI 
interface for the Amiga, and 
the software is much the same 
price as the ST s*, only those 
with a view of serious session 
or studio work would find the 
5T a benefit, unless you've used 
a particular seq uencer or 
editor and want to stick with 
what you know, 

As far as disk storage goes, 
the built-in disk on the Amiga 
holds 330 kilobytes of data on 
doublesided 3.5" disks, asdoes 
the Atari 1O405T. The 5205T • 
only holds 360 kilobytes as 
standard, although all three 
systems can be expanded with 
additional floppy diskdrives or 
even hard disk drives. 

However, to run an Amiga 
on a normal TV you will need a 
TV modulator which wifi set 
you back around twenty quid, 
whereas the ST has a built in 
modulator - just a point of 
interest. 


SOFTWARE 

Up until fairly recently ! ^ 
owners were better catered for 
with new games releases, but 
the Amiga has caught up, a nd 








now we 

re I eases on t he A mfg a 
ST. Usually we find, however, 
thatuse otgraphicsand sound 
is more Impressive on the 
Am iga than the Atari (but not 
in all cases), 

Recently, we ran a side-by- 
side test of the Amiga and ST 
versions of Stargtider 2, 
comparing speed and 
playability of both. It turned 
out that the ST version ran 
everso si ightly faster, probably 
due to the way in which the 
graphics are drawn, needing 
quite a lot of processor power 
to calculate. the 3D positions. 
However, the general 
consensus of opinion in the 
ZZAP! off ice was that the 
Amiga version was more 
atmospheric, due to the 
amazing sound and more 
subtle shading, and 
ubsequently more playable. 

Fo r m o r e soft wa re a pp ra i sa I s 
on the Amiga, you'll have to 
read ZZAP! won't you? 
(subscriptions still 
available}^. 


CONCLUSIONS 

8y now you should have 
worked put which machine 
comes out tops! Even with the 
'Super ST' on the horizon, the 
Amiga is still the machine to 
buy, the already large user 
base ensuring that software 
wifi be widely available; a 
point which maybe in question 
when Atari release their new 
machine 

So, all kids out there still 
using 8-bit machines, with 
Christmas on the way, it's time 
to start dropping hints! Oh, 
and by the way, all you adults 
still using 8-bits, couldn't the 
phone bill wait just a little 
while longer . , . 7 




I first played Defender in our local leisure centra about eight 
years ago and still remember being impressed by the new 
way of displaying the action. The only significant games at the 
time were Scramble, Asteroids and Space Invaders (how many 
readers out there actually played the original?), so naturally 
Eugene Jarvis’ game caused a shift in the direction of video 
games. Lots of games since have been remoulded versions of 
Defender, and StarRay follows suit Hot that this is in any way a 
bad thing, in fact it's great! I loved Defender, i love Dropzone and 
now I love Starrayl The graphics are impressively varied, with 
colourful multi-layer parallax scrolling and the sound - well . . * 
the tape containing the main tune has been blasting from my 
Walkman almost non-stop! Actually, a couple of records in my 
collection sound like this. My only reservation is the price, tf it 
were u nder 20 quid ft wou Id be bord ering on a Gold M edal - but, 
at 25 quid, I’m not sure Buy ft anyway! 


speed 




A nyone who dismisses 
StarRay as nothing 
more than a tarted-up Defen- 
der obviously doesn't realise 
that any competently- prog- 
rammed reproduction of the 
Williams classic is bound to be 
a very playable game. By 
adding gorgeous parallax- j 
scrolling backdrops, marvell- 
ous sound effects and ship 
enhancement icons, the prog- 
rammers of StarRay have 
come up with a gama that's 
even better to play than the 
original I The essential final 
joystick control is there too,! 
it’s just a pity that the vap- 
□□risers are detonated using 
the mouse button - a section 
of the keyboard would have 
been easier to find in frantic 
moments (though instructions 
are Included for building a 
more convenient vapouriser 
However, minor 


trigger), 
gripes like that shouldn't put 
off anyone looking for a fast 
and addictive shoot ’em up, as 
this is almost certainly the best 
game of its type that IVe aver 
seen. 


f SHI ELD 


Fibers*, 


•Fast and graphically impressive Delender variant 


and . you've made it! You have 
become a fully Hedged StarRay 
pilot! 

Your designated ship is a state- 
of-the-art gufl-win§ lighter cratt. 
fitted with bog-standard military 
lasers and vapourise? bombs. 
Additional features can be auto 
welded onto this ship by collecting 
a lien munit io n pods (see info box) . 

Your first tour of duty is nn the 
planet Gorbaxa. ri storage facility 
on the- Outer reaches of the Forces 1 


Logoff on, £24.95 disk 


A ll young people have 
dreams of fame and adv- 
enture and you, of course, 
are no exception. Ever since you 
hr si saw Captain Muscle battling 
against the Spon-Thrigg mutant s 
in his f i ghter , you 1 ve wanted to j om 
tlie space academy. Then, one 
day. your dream comes true - 
you're accepted into the Sfarflary 
cadet school. 

After several months of inten- 
sive training, including IQ and agil- 
ity tests, you take the final flight 
examination over the barren sur- 
face of the Ice planet Charon - 
named after the ferryman of the 
river Styx due to the barren 
appearance Of this soul -destroy- 
ing world, The interim period of 
waiting for the test results is one of 
the lensast periods m your life. 
Eventually the marks arrive 
V Tlho sinister alien computer 
complex of level four 




I f It weren't for the fact that 
Maff, Paut and Gordo have 
been hogging the Amiga for 
the last five hours, I wouldn’t 
be seen dead writing about 
Starray - I’d be playing ft. Like 
Defender in the arcades and 
Dropzone on the 64, it’s one of 
those games that you just 

AdA't mil jjjh.i.n * ± 
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can’t put down - not even for a 
bacon sandwich with a double 
I helping of tomato sauce. Even 
without the gorgeous 
graphics, the Incredibly 
smooth parallax scrolling , the 
cool and froody soundtrack, 
the atmospheric effects and 
the astonishing array of 
screaming, snorting, soaring, 
sighing aliens, Starray would 
be astound ingly addictive - 
with them its practically per- 
fect. My only gripe concerns 
the price: as a Jazzed- up ver- 
sion of Defender it’s not exactly 
original so the most it should 
self for is £20 . . , RIGHT, move 
over Gordo, I want a go! 


PRESENTATION 90% 

Free audio cassette, good load* 
ing sequence and novel 'last 
game' option, out no two-player 
mode. 

GRAPHICS 89% 

Well defined with smooth scrol- 
ling. but the sprites are some- 
times loo small to be very dis- 
tinctive* 

SOUND 87% 

In-game sounds vary from aver- 
age to very good, but the weaker 
ones are made up for by the 
excel lent l oading music, 

MOOKABILITY 94% 

Instantly playable due to the sim- 
ple blasting format. 

USTAfifLTTY 92% 

Seven levels all with differing 
atmospheres and harder alien 
waves. 

OVERALL 90% 

An excellent, bnlUantiy addictive 
game; £25 is a little high - but it's 
worth if. 






MtifiiftlZtfcSfr 


* I wonder rl Patrick Moore doos this in the sky al night? 

Network. The planet ns used for holiday planet where t 
holding the Kryptium Energy Get] s, jungle vegetation is get 

ihe major source or fuel for the little too dense fa M he in 
huge Star Cruisers. The Cells must liking, as it threatens 

be constantly guarded, not just over the transport rails w 
because of the rarity and value, but hours. The Forces' Neb 

also because of their hazardous placed Exterminator fli 

properties, They are linked to a terga tactic trademark) 

senes of energy towers which the planet in order to hold 
alien lander craft plug into, turning creeping undergrowth, 
them into dead spires of melai j jungle wddlife decides 
Next, you're posted to Sinon, a Your task is lo protect i 

T Giant bees, roving prehistoric birds and mutant mosquitoes will 
keep you busy in level two 


by blasting She alien aggressors. 

After the statutory home leave 
for family visits ('Hi. Aunty Gladys. 
I've brought this bFl of afien 
spaceship lor a souvenir'), you Ye 
off to Shari on, where the gradually 
freezing ozone layer is being pol- 
luted by young extra-terrestrial 
joyriders. 

Now l hat you've got used to the 
easy patrol sectors you can fly 
Out to the outer unknown regions 
for a spot of vagabond blasting! 
Vdooom! 


. O 



Miirorsoft, £19.99 disk 

I was goinp to start this review by 
telling a joke about The Village 
PeopFe singing In The Air Force 3 
but t didn't think it was very funny, 


so I won't. I'll talk about the game 
instead (Yeah, good idea, Maff - 
Ed). 

Sky Chase is set in Fightertown 
USA fno, I've never heard of it 
either) where new Air Force 
recruits are trained. You take the 



There are very few flight simulator games that I 
really enjoy playing, Starglider 2 and FA/IB Intercep- 
tor being notable exceptions, but Sky Chase 
appealed to me partly because of the simplicity of 
the action, since controls have been kept to a 
minimum. Only the bare essentials for flying and shooting have 
been included, so you don't end up being shot up the tailpipe 
while you're looking for the right button to press to do a loop. The 
only serious problem is that once you've played a couple of 
games in single player mode, It becomes rather easy to kill the 
enemy Tighter with a couple of simple manoeuvres. In two player 
mode, however, the action Is extremely exciting and frenetic. In 
fact this comment took a while to write, because Wayne (from 
!rrm> Ail Department) kept coming down and tempting me to play 
the game. If you're one of those people (he says in his best Denis 
Norden voice) that enjoys a good gaming session with vour 
mates T then this is a game for you. 



A good flight sim really is my cup of PG, and a good 
combat flight sim is even better, but a good combat 
flight sim with a Sach soundtrack (the Final Move- 
ment from Brandenburg Concerto 3 in this case)* is 
something special. Anyone who hates the incessant 
gauge- watching of ordinary flight slms needn’t shy away from 
this product either, because although there's an extensive con- 
trol panel, you only really need to refer constantly to one display 
-the Radar. This lets you get on with the pure dogfighting, which 
is exciting stuff, especially with a good human opponent— there’s 
a simple manoeuvre which beats all the computer opponents 
every time. The enormous flexibility of the game is also worth a 
mention, with enough options to customise just about everything 
on your aircraft short of painting snarling teeth across the nose! 
Anyone remotely interested in fast airborne action should check 
this out as soon as possible. 


part of one of these recruits as he 
emba rks an a flig ht test which con- 
sists ot head-to-head aerial 
dogfights sei within a restricted 
area. 

Obviously, the Air Force don't 
want to have expensive planes 
dest royed by rookie pi lots blasting 
each other out of the skies (the 
paperwork for trainees killed is 
horrendous) so all the flying takes 
place on computer simulators 
against the machine or another 
cadet in one of seven types of air- 
craft: from an FA/18 Hornet to a 
paper aeroplane (believe it or not). 

The display shows a first person 
view from the chosen fighter with 
your opponent displayed as a wire 
frame plane in your display - plus 
the view from their plane. If you 
think you're suitably hard, you can 
switch off the computer's display 

i n one- player mode and rely purely 

on instruments onfy to catch the 
enemy. 

Along with the choice of plane, 
vanous other options can be 
changed on the title screen. They 
include grid size, G -force toler- 
ance, bullet strike area and other 
details. 


V Aerial acrobatics ’n 1 trix made Cameron feel a bit sick 




Before I start, Pd f 
like to say that 
just because 
there isn't a 
'thumbs up * 1 * face 
on this comment, it doesn't 
mean that this game isn't 
good. Alt it means is that it 
should be better. The actual 
gameplay is excellent; the 
controls are easy to use, the 
graphics are fast and effective 
and the sound adds the right 
amount of atmosphere. The 
problem lies with the single 
player option - it's just too 
easy. Nine times out of ten you 
can loop around and blast your 
opponent out of the sky with 
your first shot. The only way to 
really play is in two player 
mode, but people may find that 
they are lacking the required 
number of players for a duel 
(message for the very stupid: 
that means they're on their 
own). M you’re on the look out 
for a decent two player game 
then this is it, otherwise play 
beforehand to see if this Is 
what you really want, 


RFIFID |u Use 


PRESENTATION 93% 

Very easy to control with a 
wealth of options. 

GRAPHICS 75% 

Very fast but slightly bland air- 
craft and ground graphics which 
don 1 ! really push the Amiga's 
capabilities.. 

SOUND 51% 

Minimal in-game sounds and 
pleasant, if a little misplaced, title 
music. 

HOOKABIUTY 80% 

The simplified flying action Is 
instantly appealing. 

LAST ABILITY 72% 

The single pfayer option won't 
keep itshold on you for long, but 
the two player option makes up 
for this. 

OVERALL 78% 

An exhilarating flying game - at 
its besi wit h two players at the 
controls. 


) * 
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Discovery Software International, £19.95 disk 


H ere we are again with 
another game about round 
people {wot?}. Well, Pacman 
was round, Harvey He&dbanger 
was round and now Zoomor is 
round {thus ends our entry tor 
Most Tenuous Start To An Intra Of 
The Year). 

in this release from Discovery 
Software, the converters of 


Arkanoid onto the Amiga, you take 
the part of a rather athletic round 
person, running about on a grid 
trying to change the tile colours. 
This >s done by surrounding the 
square with your trail, which you 
automatically leave behind. If you 
manage to change ail |he squares, 
you can move on to the next plane. 

As always, however, there are 




MONSTERS 

JAGGERNAUT: Follows Zoomer around 
the grid. One touch is fatal 


WQRMLETTS; Wander around rubbing out 
Zogmer's trail 


ANGLEHEADS: Randomly wander the grid. 
Slow Zoomer down when touched 


SPHEROIDS: Walk up and down one line. 
One touch is fatal 


BLACK HOLES: Swallow Z corner up 



lt J s interesting watching the games industry going 
back to its roots, and turning up games like Bias" 
teroids, PacManla, Better Dead Than Alien and now 
Zoom!, which is a 3D version of Amidar. Like the 
other games IVe mentioned, Zoom 1 proves that the 
old format isn't at all tired out, and the addition of excellent 
graphics and good sounds help it stand out in today's market full 
of innovations, Gameplay is simplistic, but the frenetic chasea fa- 
out action provides loads of fun. The dual player mode and col- 
lectable Icons boost the enjoyment as ever, but f can see the 
action becoming a teensy bit repetitive over 60 levels which just 
provide differing screen layouts. Even so, twenty quid Is a 
reasonable price to pay for such classy entertainment, and I'd 
say Zoom! is definitely a game you should look up. 


T Don't get too near those gorgeous, pouting lips - one kiss and they'll 
swallow you up 



the nasty monsters ot Zoomland 
trying to kin you, each with their 
own movement characteristics 


{see MONSTERS box). 

Also littered around ihe maze 
are objects to help you in your con- 
test, either giving you an advan- 
tage or giving the monsters a dis- 
advantage {see PICK UP box). If 
you lose al I three 1 1 ves before com - 
pJeting 50 levels then the monsters 
win and you lose (boo- hoof). 


& 

L 


au 

JU 


PICK-UPS 

ICE CUBES: Stop the enemy cold (groan) 
SWEETS: Bonus score or more speed 
MONEY BAGS: Bonus score 
APPLE: Fills all squares ft touches 

POTION: Temporary immunity 
GLUE: Slows down the monsters 
ROCKET: Finishes the grid 

MYSTERY: Who knows , . . ? 



j^P\, A Ctmeron’a been drawing pretty patterns - ha doesn't seem to 
Ifr realise it's the squares he’s go! to fill 



J like games like 
this, because 
they're really silly, 
appealing to my 
childish sense of 
humour* I could tall just from 
the loading screen that the 
game was going to be a bit 
loony, but when I saw the 
stage-show introduction 1 just 
burst out la ugh in g ! Little round 
people dancing about all ever 
the place; brilliant! Some of the 
music is very well done . * . no, 
I tell a lie all of the music is very 
well done! The intro piece Is 
particularly good {I'm sure I’ve 
heard It somewhere 
before . , . ), suiting the show 
wonderfully. The game itself is 
very addictive, not to say 
nerve-wracking at times, 
bringing cries of "Oohl Agh!’ 
and 'Volks!' after turning along 
a line straight across the path 
of a monster. If you like a bit of 
silliness as well as a playable 
game, then buy Zoom! 


PRESENTATION 92% 

Fantastic introduction piece, 
ability to start on any of the first 
ten levels and numerous humor- 
bus m-game touches. 

GRAPHICS 90% 

Brilliant sprites, funny animation 
and all-ratind good use of col- 
our. 

SOUND 94% 

A load of great samples and 
tunes. 

H00KABIL1TY 90% 

The simple gameplay i s an abso- 
lute doddle to gel into . . , 

LASTAfilUTY 91% 

. . - end it's jusl as easy to gel 
completely hooked. 

OVERALL 89% 

Another old game- given a new 
lease- of life and it's well funny to 
bool! 
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Leisure Genius, £19,95 disk, mouse with keys 


A bedroom somewhere in 
the world . . „ 

Player one: ‘There’s, no 
such word as pyx/ 

Player two: 'Yes there is. I've seen 
ft/ 

Player oner ‘Well let’s look it up 
then/ 

Player one scrabbles through a 
dictionary. 


Player one: ' Here. A pyx is a chest 
in which coins from the British, mint 
are weighed. Now that's on a tripie 
word so that's 54 points. 1 
Player two beats player one 
senseless with the dictionary. 

If this means nothing to you then 
you’ve probably never played 
Scrabble, a game which causes 



For years all Scrabble has meant to me is boring 
Sunday afternoons visiting relatives, when they 
decide to get the old games out after Antiques Road- 
show has finished. For this reason (not to mention 
the peer reception the other versions were given) I 
wonder about how wise it is to release an Amiga version. I sup- 
pose that putting it onto the Amiga enables more words to be 
stored in the memory, but the subject matter doesn’t really allow 
the programmers to stretch the machine to its limits, if it had 
animated figures playing the game and digitised speech, maybe, 
but then that would be Just plain silly. What we're offered is simply 
a standard Scrabble game with nice presentation: nothing more, 
nothing less. 


more arguments than Trivial Pur- 
suit, and Monopoly put together! 
This new release from Leisure 
Genius contains all the elements 
of the original board game. 

It opens by presenting a senes 
of options menus, allowing you to 


set the number of players, the time 
limit and whether to see the tiles 
and the computer thinking, The 
board is then drawn and play 
begins 

You must enter a word on the 
keyboard and select whether it 



Scrabble is rather a tame idea fora computer game 
in today's fast-paced market, but an old classic is 
always worth a try. Board and tiles ere very well 
displayed, and are as functional as their physical 
equivalents, once familiarity has bean gained. The 
options menu adds a lot to the game - hints and tile reshuffles 
are a great help it you're stuck for a word. The viability of pur- 
chase is dependent on whether you like board games; if you do 
(like me), you’ll love this conversion. If not, forget it. 


BIONIC COMMANDO 


GO!, £24.99 disk 

T en years ago, alien forces 
invaded planet Earth (al- 
though l can’t say I noticed. 
No, that's silly, Forget I said it). 
They began to drain the planet of 
its valuable resources, leaving 
behind nothing but desolation. 
Since these forces now control the 
food and water supplies, they have 
been able to impose a tyrannical 
rule over the human race, 
threatening the use of a powerful 
missile to destroy the globe if their 
needs are not met. 

An elite fighting force has been 
in secret training and is now ready 
to defeat the cruel alien leaders. 
These are > , , the Bionic Com- 
mandos:. 

Soldiers are hand picked and 
brought to the peak of physical 
fit ness to deal with any eventuality. 
After this training they are given a 
further advantage; every Com- 
mando is fitted with an extending 
bionic arm, useful for climbing and 
swinging through trees, swatting 
enemies and catching objects. 

You play the part of one of these 
Commandos, heading the infillra- 
tion team into the enemy base. The 
game begins with you being drop- 
ped by parachute into the forest at 
the entrance to the enemy stron- 
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I bought an 
Amiga secure in 
the knowledge 
that any 1 6-brt 
arcade conver- 
sions would be pretty damned 
close to the coin-op originate, 
The launch of Bionic Com- 
mando has proved to me that 
this is most certainly not the 
case, because, quite frankly, 
the game is utter pigeon-poo. 
The backgrounds and sprites 
are passable and the sound is 
quite pleasant, but the gamep- 
lay is crippled by unfair attack 
patterns right from level one 
and the worst use of Amiga 
screen scrolling I've seen to 
date. Swinging the bionic arm 
out half a dozen times just to 
see a branch does not, in my 
opinion, make for heaps of 
playability. I could do better 
swinging myself with a bit Of 
clothes line and a tent peg (but 
that's not advisable at home, 
kids!). Play the 64 versic n if you 
can, but if you can't, that's still 
no excuse for wasting money 
on the Amiga version. 



What have GO! done to the game that I enjoyed so 
much on the 64? What aggravates me most is the 
fact that the tragic ruin of the gameplay Is the screen 
scrolling, which I would have thought was easily 
accomplished with the powerful graphics hardware 
inside the Amiga. Extending the grappling claw to something 
off-screen leaves the program bewildered as it can’t scroll fast 
enough, so It quickly shunts the screen a few pixels in the 
required direction and retracts the arm before it can grab some- 
thing. When you finally do get a claw-hold (several extensions 
later), you've probably been overrun by enemy soldiers who’ve 
suddenly appeared from the new screen section. The bad scrol- 
ling also affects weapons collection as shooting goodies fre- 
quently drops them into a comer of the screen, so of course, one 
Step in the wrong direction can result In them scrolling into obliv- 
ion, Graphics and sound don't reach the standard I would have 
expected either - all In all, a very disappointing conversion. 


▼ Bionic Commando a rather disappointing ga me which is a pale 
shadow of the 54 version 









should qo across or down, The 
start point is clicked on with, the 
mouse and the word placed on the 
board. You can decide at this point 
to reject the word and enter a new 
one if the score is below what you 
expected. Play continues thus 
unfit ail the tiles are drawn or there 
are no more spaces for words. 

Various Other options are 
included, such as ‘hints' from the 
computer, the ability to juggle the 
letters in your rack and an option 
lo replace some or all of the letters 
in your rack. 


PRESENTATION 90% 

Numerous options and easy 
controls. 

GRAPHICS 73% 

Realistic board and tiles, with 
clear overall appearance. 

SOUND 8% 

The odd ping, but nothing else. 

HOOKABIUTY 63% 

Well . . . how much does Scrab- 
ble grab you? 

LASTABIUTY 63% 

Again, depends on how much 
you like Scrabble, 

OVERALL 70% 

Nicely presented conversion of 
a subject which has obvious limi- 
tations. 


ghcid The forest is patrolled by 
troops of enemy soldiers, armed 
with grenades and rifles, as well as 
killer bees and deadly flying crea- 
tures that biff you from above. 

If you can survive this, you then 
travel into the aliens 1 castle dodg- 
ing robots and cannons, followed 
by the base itself. At the end of the 
fifth stage lies the central launch- 
ing computer, the destruction of 
which should ensure the safety of 
the human race. 


PRESENTATION 34% 

Disastrous control method, no 
from end and slow multiioad give 
the player an instantly poor 
impression. 

GRAPHICS 69% 

Some beautiful backgrounds 
and adequate sprites, but awful 
scrolling 

SOUND 80% 

Good tunes (especially level 
two), but the Amiga can do bet- 
ter 

HOOKABIUTY 38% 

The going is just too tough from 
the outset. 

LAST ABILITY 37% 

Five large and well drawn levels, 
bur the process is frustrat ing and 
ultimately boring 

OVERALL 35% 

A very disappointing conversion 
considering the power of the 
j machine. 




If this is a top-quality beat 'em up then I'm a one- 
eyed Rumanian greengrocer. Talk about easy -you 
don't even need to study the moves to be able to 
knock practically everyone out in under a minute. I 
got right through to the last tough i e on my first go - 
which doesn’t exactly $ey much for the product’s la stability. 1 
can't say t was overly impressed by the graphics, the sound or 
the alow-motion gameplay-ln fact I can't say I was overly Impre- 
ssed by anything at all. Even the bonus section takes ages to 
react to your frantic pushing of the joystick - by which time your 
energy bar has gone back down to minimum (great). If you're 
after a beat 'em up leave this one lying on the shelf, 


Capcorri, £24.99 disk 

H ard is not the word for it. 
You're harder than hard, 
harder than very hard, 
you're even harder than the har- 
dest that ever . , , erm . r . was 
realty hard, YoLi'reso hard, in fact, 
that you've decided to prove it to 
the rest of the world. The meanest, 
nastiest, vilest street fighters of 
five different nations have agreed 
to t a ke you on in one of t he d irt lest, 
most underhand, no-holds- barred 
street fighting contests in the uni- 
verse ever. 

As Ryu you take on ten wel I - hard 
geezers in locations ranging from 
a railway siding somewhere in 
America to a pagoda some place 
in Japan. These are not the sort of 
guys you'd like to meet on a dark 
night. Most of them haven't got 
any more elaborate weapons than 
their hands and feet but one or two 
have raided their piggybanks and 
come equipped with shu likens, 
bits of lead piping and even a pair 
of boxing gloves. 

Each opponent is faced sepa- 
rately: whoever gains the best of 
three bouts is the winner. In two- 
player mode Ryu and Ken (not Bar- 
bie' s Ken, however) battle it out 
first to decide which one will take 
on the rest of the world. 

Just to show off even more you 


I’ve just spent about half and hour playing Street 
Fighter and ! still haven! worked off all my excess 
aggression, t mean, how can you work off any 
aggression when all your opponents are so easy to 
beat? A couple of nifty ankle blows and all these 
supposedly rough, tough street fighters collapse In a pathetic 
heap at you r feet. The two-player ga me ml g ht have i nc reased the 
testability quite a bit but as it’s only a play-off between Ryu and 
Ken. It doesn't, i could accuse Capcom of producing another one 
of those 'pretty but totally unplayable’ Amiga games but that 
wouldn't be true - all the graphics are fairly unremarkable and 
the sound isn’t that much better. 5o f if you want to work off all 
your stress and tension, forget about Street Fighter and play with 
your Action Man, 


4 Even though he's twice your size-, 
this Block Head ls#lW dead easy 
to beat 


can test your reflexes in I ho bonus 
levels by attempting to perform a 
karate chop on a pile of concrete 
slabs. They're pretty hard as 
well 


PRESENTATION 27% 

Option to start in any one of four 
countries plus the odd message 
from your street fighting friends. 
No real two-player option, 
though. 

GRAPHICS 44% 

Finely detailed characters, unex- 
ceptional backdrops; very slow 
and jerky movement. 

SOUND 40% 

Fairly standard tune - nothing 
special, 

HOOKABIUTY 39% 

As you're beating everyone In 
sight you'll want to play through 
it once . . , 

LASTABIUTY 15% 

. . . but not twice. 


: * 
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V (Cue Woat Ham supporters] Tm forever blowing bubbles ..." 
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A That's the spirit! (Corny Captions tnc) 

▼ There's a ghost In the machine ... er . . , welt, in the house 
anyway 


In fog rames, £19.95 disk 

A quick haunt around that 
cosy castle, a nifty screech 
at its occupants and a bit 
of telekinesis in a set of spotted 
designer sheets is all you'd set 
your heart on. ' it’ll be a laugh, ' you 
thought to yourself, ’annmrinn J»+ 
windows, sticking _ 
my leg, carrying u 7 ,, CQU m my 
arms, walking around in suits of 
armour, letting rip with blood- 
curdling screams - well rad r , As it 
turns out, a laugh is just about the 
only thing you didn’t get. A shame, 
because you got a lot more than 
you bargained for. 

When the window you climbed 
through slammed behind you and 
the nasty ram was shut out, even 
your spectral form couldn't pass 
through it again. There was . . . 
are you sure you're ready tor this? 






I It's not very nice , . OK, brace 
yourself - , . (da-da-DAAA'> a wfc* 
fcediy nasty, horribEy bloodthirsty, 
incredibly bad (urgggghl) EVIL 
FORCE living in the haunted castle 
(boo, hissj! 

Bnen the terrible (and he real ly i s 
terrible, you can't get much more 
terribler than Brian) has done a job 
on you good and proper. As if 
being a right nasty piece of work 
{and ugly too) isn't enough, he's 
nicked your eternal soul Slot that 
he wants to do anything with it: one 
look and he's totally bored, Brian 
would much rather tear a chicken 
limb from timb, In fact, he's just 
plain cruel (probably tore the legs 
off spiders when he was a kid) and 
leaves it bobbing tantaiisingly in 



Anyone who 
thinks that com- 
puter games are 
lacking in imagi- 
nation or original- 
ity at the moment would be 
forced to change their mind 
after playing Bubble Ghost, The 
concept of a ghost blowing his 
soul around a castle full of 
spiked objects is just se-o-o-o 
wiend! Having said that, I have 
to stress that it's great tun to 
play, each screen requiring 
even more dexterous mouse 
handling than the fast- things 
get very tricky on the later 
levels. A special mention must 
go to the gamers use of so und, 
which comprises a catchy title 
tune (which Maff informs me is 
‘Wall Atmospheric 1 )* and some 
humorously appropriate 
sound effects, such as the 
ghost's hacking cough whan 
he’s made to blow for too tong. 
If your software collection is 
crying out for something dif- 
ferent, Bubble Ghost is just 
what you're looking for. 


front of you, suspended in a soap 
bubble (the rotter'). 

You're a ghost (but a very nice 
one, honest), so you can't exactly 
grab hold of it: touch it and your 
hand just goes right through. 
There's nothing for it - you've got 
to find another way of taking st with 
you when (or should that be if?) 
you escape. 

So what can you do? Think, 
think, think, scratch your head a 
bit, think a bit more, summon up 
your guardian spirit ... oh no 
that's in the bubble . ©at a 
banana, take a bath, blow - yeah, 
that's it - blow the bubble about! 1 
Dead (geddit?) easy) 




A Lite for a ghostly entity is not 
as straightforward as It saomg 

Dead easy my bottom! You have 
to flip around the bubble, huffing 
and puffing ,ind following it about. 
And you’ve got to remember - this 
f$ the home of an evri spirit (boo, 
htss - really loudly this time), so 


Fans of the cute and curious, take a look at thief 
Bubble Ghost is one of that Increasingly rare breed., 
the totally original game. Furthermore, unlike many 
such oddities, th e gameplay is not so way cut that 
the player is left confused as to what’s going on. In 
fact, the idea is very simple but success demands quite a bit of 
deft mouee-manoeu voting, especially as you progress to the 
later halls, The practice option is very handy indeed, but the 
game would benefit from a level select system. The early halls 
are too easy to provide a lasting challenge so it becomes slightly 
tedious to have to negotiate them to get back to where you were 
last game. But why am I being so pernickety when a game is as 
much fun as this? Erin, I don't know, now you come to ask , * , 


1 Does this bubble go to Whitstebubbb? 



T The butable-blowing banshee bounces back 



there are plenty of traps littered all 
over the shop: nasty impaling 
spikes that pi erce the bubble, evil - 
looking heads (haven't they got 
any manners staring at you like 
that?) which block your path, fans 
to blow you off-course and burn- 
ing candfes - and you know what 
happens when a bubble crosses a 
candle flame, don't you? 

But don't forget that bubbles 
aren’t the only things that you can 
blow about (kyek, kyak! Quiet at 
the back, missus?}. After all. what 
happens to candles when you 
blow at them? 

Let's hope they're non-flamma- 
ble designer sheets. 


Whenever I play 
games that have 
been converted 
from one 16-bit 
machine to 
another* I always think 'What 
will be different?', ‘Will the 
gameplay be as good? 1 and 
other equally fascinating 
things (we get the general 
idea, Maff - Ed). I’ve played 
Bubble Ghost on the Atari ST a 
few times, and these ques- 
tions cropped up when 1 
loaded up the Amiga version* 
Luckily there was nothing to 
worry about. As soon as the 
Impressive title scfeen 
appeared, backed by the 
amazing music, 1 realised that 
the programmers at ERE had 
used the e*tra power of the 
Amiga to good effect The 
game itself has lost none of the 
addictive qualities of Its Atari 
incarnation, in fact I'd say that 
the wonderful sampled effects 
make it even better! I know it 
may not look so great in the 
screenshots (and it's not that 
exciting to watch someone 
else playing) but when you 
have a go for yourself, that's 
when Bubble Ghost comes Into 
its own. 



PRESENTATION 84% 

High score table, demo and 
practice modes and loads of 
humorous touches, 

GRAPHICS 83% 

Lovely title screen and amusing 
■n-garne graphics. Maybe a bit 
simple, though, 

SOUND 90% 

BriNiant loading (une and 
appropriately funny spot effect s . 

HOOKABIUTY 93% 

Instantly playable due id the 
ligh I -hearted content. 

LAST ABILITY 86% 

Once you get used to it , the 
game may seem slightly easy, 
but most players will lake a while 
to get through all 40 rogms, 

OVERALL 88% 

An- enjoyable and amusing game 
which many gamers will find a bit 
of a lari. 
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Microillusions, £19.95 disk 

I n the 31st century every mapr 
city in the world is Jinked to one 
central computer-controlled 
system. Not surprisingly, police 
are already on the trail of hackers. 
The Tracers' battle against the 
hackers is depicted on a grid of 
squares, each of which represents 
a node. They move across the grid 
leaving a trail ol corrupted nodes 
which cannot be passed through 
until that hacker is taken off-line, 
Also on the grid, of course, is the 
Tracer, who similarly lays an 
impassable wall of nodes around 
the hackers, hoping to force them 
Into a trap, 

The hackers aren't stupid, 
though, and are just as keen to see 
you leave the system, $e they 
employ the same entrapment 
strategies to get rid of you, 
Because every user’s mind is 
linked to the system, being thrown 
out can cause physical pain and 
terrible psychic damage - an 
experience known as a bum'. 
Quite obviously, a person can only 
stand so many bums before sign- 
ing for a one way ticket to Or 
Julius' Laughing Academy, pul a 
burn’s effects can be overcome to 
a certain degree by picking up 



I may be getting 
oW, but I’m afraid 
Tracers" uncom- 
plicated line- 
drawing action Is 
^ust too old-fashioned for me. 
After that statement you're 
probably wondering why I 
liked this month's other Tron 
game, Atron 5000, so much. 
With two players, the action in 
Atron gets really aggressive as 
items are picked up and acti- 
vated with a malicious cackle 
as you make your opponent 
bring about his own demise, 
With Tracers the feeling of kill- 
or-ba killed isn't realty 
brought across as welt, 
because winning is simply a 
matter of fencing your oppo- 
nent in. The turbo-charger 
doesn’t realty add any thrills 
because the fuel supply is so 
limited, and the different 
games don’t seem to boost 
enjoyment either. In case you 
haven’t guessed rt yet. I would 
much rather spend £14.95 on 
Atron 5000 than £19.95 on T rac- 
ers. 
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Max as much fun as a poke in the eye with a pointed stick - but a 
decent light-cycle' game nonetheless 


Hackerdust - a narcotic sub- 
stance used by the hackers to 
allow easier entry into computer 
systems. 



Vour mission as a rookie Tracer 
starts with the selection of a piece 
of music designed to increase 
adrenalin flow iri [he 'pilot 1 and 
then chousing a lactic. The hac- 
kers in the net mui utor these deci- 
sions all the time. 


Tron -style games aren’t the most usual thing to be 
seen on computers, so it’s something of a coinci- 
dence that several should come in for review in the 
same Issue, Tracers follows the format set in games 
tike Blind Alley on the Spectrum all those yearn ago. 
The layout is more grid-tike and precise than the randomness of 
Atron 5000, which means that the game must be played in a 
different way - each has its own strengths. The graphics aren't 
exactly state -of -the-arl, but then a game like this doesn't call for 
Incredible graphics. The sound, on the other hand, could have 
been Improved, as all it consists of is a few pings, crunches and 
annoying drum and didgeridoo bass-lines - although on winning 
a level you’re treated to a nice mandolin riff which is reminiscent 
of Glannad’s Legend, Out of the two "light-bike’ games this 
month, I prefer Atron, but you really should take a good took at 
both before buying either. 
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Epyx, £24.99 disk 

i elive the naval battles which 
made history in World War li 
i- arid without even leaving 



your armchair to enter the nearest 
time machine. This game gives 
you the Captain’s cap and leaves 
you to it, beneath the waves of 


I've never been much of a simulations freak and i 
can't say Sub Battle Simulator has done very much to 
turn me Into a fan. Having waded through the usual 
mountain of Instructions, you're confronted with a 
slow, unwieldy control system that never quite 
responds in the way that you expect. Worse still, the missions are 
realty dull - nothing much happens for ages, and when it does it 
happens all at once, The graphics are about as functional as a 
trap door in a canoe but far less entertaining, and the sound, 
apart from the odd snorting siren, is unremarkable. Epyx have a 
reputation for producing some really excellent games - this just 
Isn't one of them. 


oceans seething with hostile ves- 
sels all eager to give you a good 
kick up the stern, 

The gauges and buttons essen" 
tial to the control Of a submarine, 
such as depth, heading and speed 
indicators are all presented on one 
screen. Also shown are two sub- 
screens which display maps, a 
side view ol the submarine, status 



readouts, RADAR and SONAR 
pictures and exterior views from 
the top ol the conning tower, 
through binoculars (7X magnifica- 
tion) and. ot course, through the 
periscope (yaaawii . . ) Also on 
the control panel is a message 
window which relays warnings 
and information from the crew 

In addition to a target practice 
mode, there are 60 different mis- 
sions to complete. 24 in which you 
play an American captain lighting 
the Japanese in the Pacific, and 
36 in which you command a Ger- 
man U-Boat against British and 
American shipping. 

To combat the onslaught of 
enemy planes, aircraft carriers, 
destroyers and patrol boats, your 
submarine is equipped with for- 
ward and aft-firing lorpedoes, a 


T ‘Yyawn — Is that a ship over there? What? Oh, alt light, HI g>o hack to 
sleep . * , nr? * , , 1 



Well* Tm sad to say ft, but this seems to confirm that 
the Epyx label is no longer the mark of guaranteed 
quality ft once was. It’s not that Sub Battle Simulator 
is bad, It’s just that ft doesn't really have anything 
major going for it - bland and unconvincing 
graphics, no Incredible sound, just lots of slow and rather unm- 



freexes, and In certain cases you can hear shells exploding 
around you and then see the shells exploding next to you about 
half a second later. The very first line of the Instruction manual 
says, 'First of all, forget you’re using a simulation', but how can 
you when there are so many unconvincing elements which just 
should not be there on an Amiga game? If period naval warfare 
is your poison you might be able to stick with the game, but I 
doubt whether others wll I take to Sub Battle Simulator. 



A Looks like someone's in trouble, 
Brian 


Once all the hackers in a sector 
have been destroyed, you move 
cm to the next, tougher ’ precinct’. 


PRESENTATION 80% 

Selection of several different 
types of game styles and musical 
accompaniments 

GRAPHICS 42% 

Very simple grid and squares 
layoul. but the game doesn’t 
demand fancy graphics. 

SOUND 59% 

Consists mainly of nice jingles 
and incessant drum sequences 

HOOKABILITY 82% 

Games of this type are always 
initially addictive, 

LAST ABILITY 69% 

Progress through the levels only 
bungs increasingly duttered, 
and hence more hazardous, 
screen layouts, 

OVERALL 74% 

A very good example of a Tron- 
style game wrth its sham of 
strengths and weaknesses. 


deck gun and an anti-aircraft gun. 
All are targeted and ranged 
automatically through the peris- 
cope. 

Missions usually last for several 
hours and so the programmers 
have ihoughtfu I ly su pplied Options 
for loading and saving games to 
disk. 'Snice, inn it? 


PRESENTATION 69% 

Keyboard reference guide 
comes m handy, but trying to 
keep all the controls on one 
screen has resulted in the dis- 
play looking cramped. 

GRAPHICS 42% 

Screen update is slow and ship 
graphics Ere only silhouettes, so 
they aren't very convincing. 

SOUND 45% 

Reasonable samples of sirens, 
fir ng torpedoes and explosions ’ 

HOOKABILITY 51% 

Lack of atmosphere hampers 
the attraction of in-depth mis- 
sions, 

LAST ABILITY 57% 

SOiwoooh 1 } challenguig mis^ 
sions to complete, but nothing 
really exciting to da 

OVERALL 42% 

An unatmospheric and expen- 
sive Sub sim, lacking any really 
interesting features. 





PRESENTATION 75% 

Beautifully presented on screen, 
with extensive use pf men us and 
icons, but the instruction manual 
hasn't been written with the 
novice in mind. 

GRAPHICS 60% 

Nicely drawn and smoothly ani- 
mated table and dice, but that's 
it 

SOUND 25% 

Not much apart from sampled 
chip-counting and dice- rolling 
effects 


Complicated instructions make 
it very difficult to gel into unless 
you've played the game before, 

LAST ABILITY 27% 

Little to play for except extra chip 
graphics. 

OVERALL 26% 

A complicated and unrewarding 
gambling game. 


Why do programmers bother transferring gambling 
games to computers? Surely people only play 
games like Craps to win money? You can't tree it to 
work out strategies because, as the manual says in 
one of He more Intelligible moments, there are 
plenty of foot- proof systems, none of which work. The convo- 
luted gamepfay doesn't help make the game fun either, as mak- 
ing any progress at all requites you to team umpteen dtfterem 
terms for dice combinations just to make sene# of whet the com- 
puter Shckmnn is telling you. After making concentrated efforts 
to do this my brain was quite honestly tied in knots, and t envy 
anyone who can actually understand the multitude of mathemat- 
ical rules and relationships between bet types, points and odds. 
If you think playing Craps is likely to be a valuable social skill In 
your future life, then by ail means take a look at this, I’m much too 
simple a soul to enjoy teaming the game In such an unrewarding 
format. 


* r < It 1 * - . . er . . . well, you know what I mean, don't you 
mean St's obvious, isn’t it? It's cr- (sorry, no mors space) 
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Microillusions, £19.95 disk 

I f you're prepared to lake the 
risk, one of the fastest ways to 
big money these days is a quick 
flutter - and next on the list is 
gambling. Playing the tables in Las 
Vegas is a bit of a pose, but when 
the tables win the unlucky gambler 
is left without a tuxedo to his name. 

Now the risks of such vices are 
gone. Craps Academy allows you 
to lose your shirt without any risk 
of bankruptcy or ttavmg you r knee- 
caps shot off by casino -owning 
gangsters. 

This is an icon -driven simulation 
of Craps, in which players place 
wagers on the roll of a pair of turds. 
No. Dice, A turn at the table is 
begun by setting the amount you 
wish to bet. You then select one of 
the several types of bet available 
by placing your chips into an out- 
lined area of the table. The table 
display is three screens long, so 


EMY 


you can imagine that the betting 
options are qu ite extensive , cover- 
ing just about all combinations of 
roll, each wrth its own set of odds 
and its own silly name, 

Seiect the Roll Dice icon and 
watch the dice bounce down the 
table, The stickman (the person 
who runs the game) then com- 
ments on who wins what and the 
chips are reapportioned accord- 
ingly, 

Play passes thus between up to 
four gamblers until only one 
remains solvent. 


Craps Academy is 

all very nicely 
presented, what 
with its scrolling 
table, extensive 
use of Icons and instructional 
pull-down menus, but I'm 
afraid It has the same funda- 
mental problem as all other 
gambling games. There's little 
point playing a gambling game 
such as Craps if all you're 
going to get out of ft are a few 
extra pixels in your comer of 
the screen. For this reason 1 
don't think the game would 
even appeal to real-life Craps 
players unless they were try- 
ing to ween themselves off 
their gambling habit, Novice 
gamblers would no doubt also 
be put off fay the Incredible 
amount of Jargon used In the 
rules, which read like a Gov- 
ernment White Paper. There 
are so many things to bear In 
mind just when placing a bet 
that ploy is hideously over- 
complicated and con- 
sequently Craps Academy is 
not much fun at all. 
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Two robot protagonists battle it 
out on pitches constructed on 
hills, ridges and valleys. You use 
your droid to put a ball into the 
opposition’s goal area at the far 
end of the pitch- before an oppos- 
i ng droid bu mps it away and steals 
possession. Simple, en? 


MAD, £9,99 disk 


T he smart alec designers of 
the future have devised a 
revolutionary game that 
poses absolutely no danger to 
human lives - VectortmO. 


Phwoarl la this game brilliant? Nope, In fact, the 
only improvements it has over the dire 64 version 
are scrolling pitches and improved droid sprites. On 
the opening screen 13 notes of sampled rnuzak play 
in an endless, soporific (whassat? - Ed] loop until 
youVe selected your choice of game and waited a further two" 
and a half minutes for the computer to generate the pitch. Why 
couldn't five three-screen pitches have been stored on disk 
instead? Not only that - accurate control of your droid is grudg- 
ingly difficult It changes unexpectedly when you take posses- 
sion of the ball - ridiculously confusing in such a fast-action 
game. Even worse, the pitch is almost friction less - Ilka negotiat- 
ing hills and bumps on ball-bearings! The options listed in the 
instructions for changing the physics of the game would have 
helped but unfortunately they weren't included in the game, dust 
like the playability, in fact. 


After the appal- 
ling 64 incarna- 
tion of this weak 
futu resport* I had 
slightly higher 
hopes for the Amiga version. 
Those hopes have been 
dashed. From the opening 
screen you know the game 
isn't going to win any awards 
for presentation. Missing pitch 
editing options, tedious music 
and lengthy pauses are irritat- 
ing enough, but actually start- 
ing the game reveals worse. 
The droid control is, to put it 
mildly, difficult. As if trying to 
use two different control 
methods In close succession 
isn’t difficult enough* the pitch 
appears to be made of glass; 
one bump from your boister- 
ous opponent and you end up 
out of sight! After several 
games I'm almost sure I was 
close to mastering it but, just 
to spite me, the program 
crashed. Smell mercies, eh? 


A Goalmouth action and the crowd 
go wi Id 


PRESENTATION 39% 

Very basic, and the options fisted 
in the instructions didn’t exist gn 
our copy. Lengthy pauses are 
irritating. 

GRAPHICS 70% 

Smooth, effective pitches and 
solid droids give the whole thing 
a pleasing look. 

SOUND 67% 

Thump V thud effects and a six 
second long title tune, 

HGOKABILITY 41% 

Long pauses are an immediate 
put-off and the control method 
demands much perseverance. 

LAST ABILITY 36% 

Repetitive and annoying. 

OVERALL 48% 

Poor execution makes this an 
uncompeing futuresport game. 






PRESENTATION 21% 

A large score table and a bonus 
stage aren't really enough, 

GRAPHICS 16% 

Wobbly sprites and bland, indif- 
ferent backdrops. 

SOUND 54% 

No sound effects but a reasona- 
ble tune plays throughout. 

HGOKABILITY 12% 

Instantly annoying action 
doesn't induce much desire to 
keep playing, 


Repetitive and frustrating all ihc- 
way through 

OVERALL 9% 

The questionable subject matter 
and lousy game go together to 
make a combination worthy of 
nobody's attention. 
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t was expecting to see something impressive when 
I saw that this was a game from the creators of Groat 
Giana Sisters, but this is the worst Amiga game I've 
seen. The gameplay is sluggish and uninteresting, 
the sprites wibbly and the backgrounds boring. 
After struggling to reach the end of level one, being greeted by 
the most boring bonus level imaginable was not amusing. The 
blurb on the packaging suggests that life is "dull and boring’ until 
you join a street gang. This kind of phrase, coupled with the 
violent score table graphics directly promotes violence and is 
fairly unforgivable. I'd go so far as to say that Street Gang 
shouldn't be so Ed in its present form. 


Players, £14.95 disk 


A pparently, the ’in ' thing to 
do in New York is join a 
gang of psychopathic 
thugs who enjoy dispensing phys- 
ical violence to Innocent passers- 
by. Mickey can only make friends 
if he wipes out the hoods 
make up a rival gang, The 
pies, and takes out its leader, the 
notorious Curl. 

Iron man Mickey can deliver 
□uite a smack in the mouth and 
■up enemies drop 


This must qualify as one of the worst Amiga games 
around I The animation is a real laugh - all the tough 
characters mince along as if their shoe laces are 
tied together! Mickey's repertoire of offensive man- 
oeuvres only extends to an weak right Jab while his 
adversaries fire guns and leer gas at point-blank range! You'll be 
lucky to make it to the end of the first level, t take that back, you 1 1 1 
be very unlucky to reach the end of the level, because there 
awaits the most pointless bonus game ever. Just pick up one of 
the dustbin lids: if the wind’s in the right direction you won’t get 
blown up! Well, what do you expect for IS quid? Much more than 
this game could offer* I’ll be bound. 


their weapons, he can pick them 
up to use himself. £r, and that’s it, 
roaily. 


T if you sea this in (ha High STREET, 
GANG up on it [GedditT] Oh - 
please yourself, than 
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Elite, £24.99 


A s everybody knows, the 
Thundercats, including 
Lion-o, fled their home 
planet of Thunders just before it 
was destroyed, and are travelling 
the stars in their lone spacecraft in 


search of a new home. They crash - 
land on the Third Earth only to be 
threatened by another peril: the 
Ever- Living Murnm-Ra has kid- 
napped Tygra, Panthro and Wilykit 
and stolen the Eye of Thunders, a 


magical gem set into the hilt of 
Lion- o' s Sword of Omens, Lion-o 
has to fight his way through 14 
horizontally scrolling levels to gel 
them back. 

Luckily, the Sword of Omens is 





A Gun in hand, Uon-0 fends off the attacks of the evil mutants in 
Elite's HM/ndgneffte 


I don It know what all these kids see in the Thunder- 
cats cartoon (Qi! — Etfj. The plot and characters are 
ropey even for a five-year-old's programme. Well, 
that s neither here nor there; the characters are 
popular, so there has to be a computer game 
license. The graphics do capture the general spirit of the cartoon 
drawings and the sound is the usual collection of thuds and 
crunches, but the game just doesn't hold together. It's simply a 
matter of running left to right, slashing your way through the 
monsters and jumping over obstacles - not really very thought 
provoking. With a character license such as this, the onfy thing 
that really works is a more complex arcade adventure but Bite 
have just plumped for the simple option. The gams should only 
really be considered by fans of the cartoon 


It's a sad fact of 
fife (sigh} that the 
production of 
most tie-ins is a 
matter of sticking 
aptly designed sprites into a 
sub-standard game format, 
such as a shoot 'em up or 
arcade adventure, Thundercats 
is a particular disappointment 
as I'm a tad fond of the cartoon 
programme. The Lion-o sprite 
closely resembles his TV 
counterpart as he runs 
through the levels killing horri- 
ble mutants, but the visual 
effect is spoiled by few frames 
of character animation and 
bland scenery. I don't know 
what piece of music is sup- 
posed to be playing, but it cer- 
tainly isn't the Thundercats 
theme tune: the jolly sound 
effects are both annoying and 
inappropriate to the game’s 
subject matter. Neither of 
these things would matter if 
the gameplay was anything 
special, but it's simply a Green 
Beret variant with a couple of 
sword moves replacing the 
dagger - and only one type of 
pick-up weapon. Th undercats 
is a potentially interesting 
license wasted on a basic kill" 
end-run platform scroller. 


still powerful enough to crack 
enemy skulls and break into sup- 
ply boxes which hold blaster pis- 
tols and extra lives (phew!). A life is 
tost on contact with a muiant. by 
falling into one of the pits which lie 
between platforms, or failing to 
complete a level within the time 
limit. 

As you approach Mumm-Ra's 
fortress. Castle Plundar, your aims 


The gameplay in 
Th undercats 

holds little over 
that of Mortecti's 
tedious Vixen. It's 
more or less the same type of 
walk right -crouch -fire proce- 
dure but, unlike Vixen, play is 
challenging because the 
weaker weapons (the Sword of 
Omens is particularly puny) 
make defending Lion-o 
against the oncoming hordes 
of mutants a tortuous test of 
reactions. The inclusion of 
rescue missions give the game 
the sense of purpose that 
Vixen lacks, but apart from 
these factors the game is 
unremarkable. After several 
trips as far as the end of level 
two, I found the whole thing 
growing more and more tedi- 
ous- I'm sure that even ram- 
pant Lion-o groupies would 
want more from a Th undercats 
game than the short-lived thrill 
of seeing their heroes on the 
computer screen - this prod- 
uct wou Id n 't provide the m with 
much beyond that. 


of cat liberation are realised. Tygra 
is rescued on completion of level 
three, Panthro can be saved on 
level eight, and Wilykit on stage 1 3, 
The final level i$ a showdown 
between the leaders of good and 
evil, as you face the mighty 
Mu mm -re „ who stands guard over 
the jewel. Destroy him, and the 
Thuridercats return to their lair for 
a relaxing bowl of cream. 
M i aaaooow wwww w . . 


PRESENTATION 62% 

High-res cartoon pictures to lead 
in to the action, but minimal 

options 

GRAPHICS 67% 

Detailed and weil coloured 
characters, but boring platform 
graphics and simple animation 

SOUND 53% 

Anonymous title music and HI- 

chosen sound effeciS. 

HOOKASIUTY 72% 

An action-packed romp, aiben a 
simple one, 

LAST ABILITY 66% 

The sale r el urn of your friends 
and She Eye of i'hundera isn't 
necessarily worth the trouble. 

OVERALL 68% 

An unambitious Green Beret 
style gam e lor a license wit h i 
great possibilities. 




Audiogenic, £14,95 disk 

W hat do the words Helter- 
Skelter mean to you? A 
spiral -shaped chute that 
you slide down on a mat? Well for 
the moment forget about that, 
because the game Helter Skelter 
has got nothing to do with sides or 
mats, but plenty to do with plat- 
forms end balls. 

The game lakes place in one of 



Quite often, 
games gain 
acclaim just 
because they' re a 
bit wacky, which 
makes reviewing this a bit 
dodgy. Helter Skelter is a wacky 
sort of game, so I'm sceptical 
of giving it a high mark. But I've 
played it quite a bit now and 
It's starting to drive me up the 
wall! The control is a bit tricky 
at first since the ball seems to 
have quite a lot of momentum, 
t takes a while to start moving 
and even longer to stop. Once 
this has been overcome, you 
can really get into it. It's not the 
sort of game where you hcve 
just one more go, it's one of 
those games where you just 
keep playing and playing 'till 
you go bug-eyed! The 
password system means that 
you don't get too bored by 
having to play the lower levels 
all the time {but the high levels 
are realty hard!) and the screen 
editor may extend its 
la stability. There's nothing 
els# for it, it's got to be another 
highly acclaimed 'wacky 1 
game! 


those well weird 'other dimen- 
sions' we re always hearing about. 
This time the strange environment 
is a collection of rooms littered 
with walls and platforms which you 
must bounce about on. Oh. by the 
way, the reason you're bouncing 
about is because you are a rubber 
ball {well, I did say it was weird) 
{Just like you, Many- babes - Ed.) 
Some rooms wrap around so that 
rooming off the edge of the screen 
places you on the opposite side. In 
these rooms are bunches of crea- 
tures, ranging from square- 
headed gonks to oversized blue 
crows. 

Above the head of one of the 
creatures hangs a yeliow anew. 


This marks the thingy that needs 
to be bashed by you, thus remov- 
ing it from the screen, if, however, 
you land on a monster not marked 
by an arrow, rt spirts into two smal- 
ler creatures (but they don’t split 
any furtherttian this), making more 
work for you, All the creatures 
must be killed in the correct order 
before the timer runs out, other- 
wise one of your lives is lost. 

As well as being able to move 
left and right, you can hurl yourself 
at the floor to increase your 
bounce - but be careful, since 




Gufpl Captain Beaky's aboul to indulge in 9 spot of nasty GBd 


This is an unusual game in every respect, from the 
odd and basic sound effects to Hi# gameplay itself. 
It's very cute, though, and I’m a real sucker for 
cutesy products (How to keep an idiot happy: give 
a game of Bubble Bobble or Little Green Man and 
I m well content}. All the creatures are neatly and Imaginatively 
drawn, winch makes you think that some of me simpler screen 
designs are going to be easy - don't be fooled! Thar# are some 
real pilchard levels in there! At this comparatively low price It's 
well worth a look, whether you like buck-toothed aliens or not. 


— rl rfoaan 'l look like much What’s the matter with you - can't ypg pl ay a game unless it's gat 3 nsizy graphics? 


>TU& 003230 



every bounce decreases your 
bonus. 

Occasionally an icon may 
appear on the screen, giving you a 
slighi advantage If you think that 
the screens are too hard then you 
can alter them to your own design. 



Aaaaagh? 
Ngaaaah! 

Wyaggsg! Right*! 
think that's 
worked off all the 
aggression half an hour of 
Heller Skelter has Just given 
rise to. And all because of an 
innocent little bouncy ball and 
a couple of evil-grinning 
potato heads - aahf Yeah , well, 
now IVe picked my shredded 
nerv# ends off the Roar let's 
get on wfth the comment The 
graphics aren’t exactly the 
sort to take your breath away 
{have you been eating garlic 
again - Ed), the gameplay Isn't 
overly astounding, but the 
package as a whole is more 
addictive than Saturday Night 
Live after sharing a pint of 
Barbican with PG down The 
Bull. For some reason that 
infuriating red ball never quite 
goes where you think ft wfllt If 
you're expecting fancy 
presentation and over-the-top 
Amiga graph res, give this one 
a miss, but if all you're after is 
a good old-fashioned mega- 
addictive, well -hard game 
then get this - you can afford 
El 4,9*5! 


PRESENTATION 95% 

Two player simultaneous action 
and a useful password system, 
as well as the screen, editor. 

GRAPHICS 81% 

Cartoon-like sprites and colour- 
ful platforms 

SOUND 56% 

Nice speech and some DX7 
sounds (what's a DX7? Those 
who don't know should ask 
Mall), 

1 HOOKABILITY 74% 

The strange control is a tad 
difficult to handle. 

INSTABILITY 89% 

Lois and lots of levels to keep 
you occupied for a long time. 

OVERALL 86% 

A playable and enjoyable near 
‘budget 1 price platformer which 
should appeal 10 all fans of 
cutesy gaming. 
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Virus' most 
attractive feature 
ls undoubtedly 
excellent 30 
rendering of & 
solid environment, which even 
extends to exploding trees and 
leaping fish! It's a little surpris- 
ing, then, that the technique 
wasn't bolted onto a game 
which was a little more 
involved. That's not to say that 
the game isn't a lot of fun as it 
stands, though - in fact, it's 
most exhilarating to swoop 
down over hills and oceans at 
enormous speeds and blast 
the hell out of anything b testa- 
ble, The keyboard control 
method is by far the easier to 
use, as the mouse is so vague 
that you usually end up pitch- 
ing and yawing when you only 
meant to pitch. The audio 
affects are disappointingly 
basic on the whole, a nd d istant 
gunfire sounds like a DIY 
enthusiast with a hammer and 
I was often given the impres- 
sion that there was someone 
falling down the ZZAPI Towers 
staircase. Any road up, I liked 
it loads, and I reckon anyone 
who fancies a new approach 
to the combat flight simulator 
should definitely check Virus 


l/MWII B x 


Firebird, £19,95 disk 


F lipping heck 1 Will those 
people from the planet next 
door never stop invading"? 
This time around they aren't even 
bothering with all that ■ Take me to 
your leader rubbish, arid have 
started their conquest by infecting 
Ihe Countryside with a virulent red 


4 Have you gol what it takes to get into a dogfight like (his unrfgel 
out alNe? 

bacterium Unless you're pre- 
pared to do something about it 
defoliation is the order 6t the day - 


a den utilising blow to the morale 
ot the ecology -mad populace who 
will no doubt biurffl rider to alien 
whims rather than watch their ver- 
dant pier-el wither. 

So, now would be a good time 
to climb into your hoverplane and 
show those greemes who's boss. 
The hoverplane is a highly man- 
oeuvrable lighter aircraft. equip- 
ped with a protective energy 
Shield. a long range scanner,' a 
laser cartoon and three homing 
missiles Vertical and forward 
thrust is provided through a single 
downward -pointing exhausl mthe 
hoverplane' s base, so the craft 
handles rather kke a helicopter - 
tilt the nose down and you fly for- 
ward. Also h*e a helicopter, your 
W Woohoo? Is this fancy flying or 
whal? Game-ion's showing off 


hoverplane can be rotated about a 
vertical axis, allowing it to turn 
smoothly ck swing round on the 
spol. 

Your flight is viewed in three 
dimensions from a poinl outside 
the hoverplane, which slums over 
the undufatrng planet surface con- 
sisting of fish- lilted oceans, patch - 
works of fields, trees and cot- 
tages. 

To help determine where you 
are on the planet the long range 
scanner gives a bird's eye view of 
the whole surface and plots she 
positions of your own, and alien 
craft with a coloured dot. The 
scanner receives signals from an 
array of ground-based antennas 
which, 1 destroyed by a stray shut, 
leave a blank space on the scanner 
display, 

One capsule of the virus infects 
a whole field, and the extent ot the 
infection is shown by discoloration 
on the scan display. If the virus 
infects a tree, it either withers it or 
causes il to mutate into a virus - 
spraying plant which further pot* 
lutes ihe tend around il. 

The infection is first spread by 
Seeders - blue, diamond-shaped 
craft which fly slowly, spraying 
viruscapsules over the landscape. 
Seeders will samel imes tend to 
give one area a really good dose 
and create plenty of mutant trees. 

Unlike the Seeders, Drones are 
armed with laser guns which they 
use to attack surf ace features and 
the hoverplane. A Drone can turn 
itself into a more powerful Mutant 
by shooting a mutated free white 
in range of its virus spray. Mutants 
are also out to destroy the 
hoverplane and its fayler liring 


umi 


4 Thrash the pants ott the opposition - in the outer atmosphere 
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PRESENTATION 85% 

ftedetinable keyboard or mouse 
options and intelligent demo 
mode, Nicein-game touches. 
Such as leaping fish and a sea 
monster, 

GRAPHICS 90% 

Fast and exhilarating 30 effect, 
with one or two outstanding 
details, 

SOUND 53% 

Sampled sound effects range 
from very good to pretty silly. 

HOOKA BILITY 83% 

Controls take a little getting used 
to (particularly mouse), but 
Hoverplane manoeuvring 
becomes instinctive after a shod 
while. 

LAST ABILITY 79% 

Plenty of levels, but though she 
action is always challenging, it 
doesn’t have a great deal of vari- 
ety, 

OVERALL 84% 

An excellent and innovative 
game, but Vims is an acquired 
taste. 




* Just think: all the people inside those hpusos will die, unless you stop the vims spreadinq - aaah 


rale and greater accuracy makes 
'1 a more dangerous toe Shan the 
Drone. 

Even more lethal than the Mut* 
ants are Fighters, which have the 
same wantonly destructive 
instincts but an even higher rate pi 
ire, Fighters are also equipped 
with a shield which means it takes 
two laser hits to destroy them. 

Other alien craft only make an 
appearance on ihe game's later 
levels. Bombers enter the fray 
from the second level flying a fast 
fixed course and dropping high 
density virus bombs on 
parachutes. 


The first thing that strikes you about Virus Is the 
dead impressive 3D; you can spend hours lust flying 


around, getting used to the controls, spiralling to 
g reet heights end pulling up just before you crash to 


the ground - before you even begin to think about 
the game. When you come down to the action , If s all very impre- 
ssive - a bit like a modified 30 Defender <- though it's sometimes 
a tad difficult to tell just exactly where you are In space. The 
sound effects could have been a lot better {they aren't much of 
an advance over the ST version), but they don’t detract from what 
is a brilliantly innovative and extremely playable game. Be 
warned though - it’s very tricky at first; and if you're to explore 
its rewarding depths, perseverance is the order of the day. 


* Atcn,s&artdt*rturoc]'monieni~caoyouroj||yge'tthisdffEHilvitlten Cfasrvd (wing inlo the around ’ 


\SiVlb 


The A1 tractor is the mosl 
dangerous of all the alien craft, but 
its appearances are mercifully sel- 
dom. As well as firing destructive 
lightning bolts at ihe ground the 
Attractor is equipped with a tractor 
beam which it uses to pull the 
Hoverplane towards it, drawing off 
your fuel. 

There are also rumours of a new 
alien spacecraft which may 
appear at any stage in the game, 
wielding a secret weapon 1 Ooooh' 


I first saw this on 
the ST (not being 
at Newsfield 
when they bor- 
rowed that spotty 
great Archimedes) end was 
I pretty impressed. If I hadn’t 
seen Stargllder 2 or Carrier 
Command I’d still be very keen; 
however, the combination of 
fast, 3D action and a brilliant 
plot in both those ga me s tends 
to overshadow this produc- 
tion. But don’t let that worry 
you! Virus is one of the more 
impressive Amiga releases, its 
only fault being the lengthy 
amount of time required to 
acquire control over your 
hoverplane. Once this skill is 
acquired, you're well on your 
way to many hours of enjoy- 
ment: whether it ? s just flying 
around, blasting the hell out of 
anything that moves, or simply 
acting as a defender on patrol, 
this game's compelling. Fire- 
birdmainbind ere coming out 
with some superb Amiga prod- 
ucts these days, end this is just 
another to add to the list. Oh ~ 
and watch out for the sea 
monster! 


Vi 
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OK, OK* it's a one-off, 
I know we said we 
weren’t going to do 
shmups as a Def guide, 
but public demand 
dictated otherwise. So 
here it is* for all you 
readers who wrote in - 
but no calls for a Def 
guide to platform 
games, because we just 
won’t do one, OK? 
Good, 

Desperate to stay 
awake over the long 
winter months? 

There's nothing better 
than a good shoot 'em 
up to keep the 
reactions taut, the 
senses keen and the 
adrenalin flowing. Join 
us on a trip through our 
top games from this 
massive genre which 
goes back to the dawn 
of logon time * * < 


The shoot 'em up hm long been one of 
the most popular game types amongst 
computer gamers who roamed to frnn# 
fAfwdtemflj/ of the arcade into their 
fcotoe. The genre has several 
tawutaj to if, umatly classification 
comes doum to the eway the actum is 
displayed - smgU^screen, vtrrimT 
seroUm , horizontal’ scrollers , and 
1 3D * blasters — but the roots of all these 
he in $tidt iemintd ( sounds a bit 
nmmttd)coubapsas Space Invaders, 
Star Fire {a fun fruf repetitive 3D space 
blast fry Extdyh and the archetypal 
Defender. 

The Commodore 64, with its 
hardware scrolling, eight sptiaahle 
Sprites and excellent sound chip makes 


SHOOT ’EM UPS 


it a simple task for a good programmer 
to recreate the destructive fun of the 
arcades, indeed t it is only since coin-op 
shoot ’em up licenses ham become such 
an integral part of the gaming same 
that the graphics and audio limitations 


of the machine ham begun to peep 
through, and even then, only in a 


minority of poorly-programmed cases. 
With the right people shotting it what 


to do, the good old 64 is still quite 
capable of bringing all the fun of the 


arcade shoot 'em up to the monitors of 
the masses, and we're sure ir will 
continue to do so for some time to came. 

fn the meantime, let's have a look at 
the best blasters the Commodore has 
managed to accumulate in if s six and a 
half year life span. The games we ’ll be 
scrutinising in this bumper round up 


All brilliant games we’re sure 
you’ll agree, but one had to be 
singled out for special 
accolade, and after much 
deliberation, and painful head 
scratching (Gordon had a pair 
of scissors in his hand at the 
time f we selected what we 
considered to be the most 
original and addictive shmup 
ever: the one and 
only , . , WizbaJL 


are; 


Sensible Software's first real success 
came with Parallax , also released by 
Ocean in the autumn of 1986, The 
shoot ’em up action takes place over 
five elevated planetary ZHKl which 


scroll in ail directions following the 
movement of the player's aircraft, 
the IBIS, When not blasting aliens 
into the middle of next week, 
computer infiltration is the player's 
main occupation, for the circuits of 
each level's Central Computer hold 
plans for a massed invasion of Earth. 
To access the main computer, the 
player mu At first obtain a password 
from the many subcomputers 
hidden in hangars around the level. 
Breaking into these computers 
requires security kards which are 
held by scientists who only 
relinquish their kards when 
drugged, Whai makes Parallax sn ch 
a great game is its terrific 
implementation of a perfect blend of 
game types. Graphically il is lovely, 
with spectacular parallax scrolling, 
but someally it is even better and 
there are frequent arguments in the 
ZZAP! office as to whether or not 
the musk is the best heard on a 64. 
Not the mindless blast you might be 
looking for, but a terrific game 
nonetheless. 

OVERALL 92% 
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WIZBALL 


Ocean, £8.95 cassette, £12.95 disk 


U ndoubtedly Sensible 
Software's best game to 
dare, Wizball just missed out 
on a Gold Medal back in ZZAP! 
Issue 27 - a fact that surprised many 
gamers (including several of the 
currenr ZZAP! team). 

Play takes place in the eight weird 
and wonderful levels of Wizworld, a 
once beautiful planet drained of all 
its colour by the malevolent Zaik. 
As an amiable wizard, the player 
attempts to bring colour back to the 
world by shooting and capturing 
floating paint droplets then mixing 
the collected primary colours to 
create each landscape's three target 
colours. However, also infesting 
each level are Zark's minions which 
are shot to release magic pearls, used 
to bolt extra firepower and gadgets 
onto the standard Wizball, 

Most important of these is a mini 
Wizball carrying a cat < called Nifta), 
which, as well as being a sort of 
'multiple' weapon, is used to catch 
paint droplets. Apart from the three 
primary colours, there arc another 
five droplets to collect, some of 
which have detrimental effects on 
the player's progress, by making the 
scenery invisible, for example, or 
rendering the cat uncontrollable. 
Others bestow extra lives on the 
player or give the cat the ability to 
withstand 123 collisions rather than 
the usual nine. 




_ . . — . . ~ . 


(Paul) Not to put too fine a point on it, 
Wizball u nothing slum of being a 
work of mad getwurf The amount of 
thought pul into this game jj 
exemplary, with a marvellous plot,, so 
many mm control touches, terrifyingly 
addictive play , beautiful graphic 
design and sme of the best music you 'll 
ever hear from a Commodore, Apart 
from the addition of more levels? ikere 
are no improvements which could be 
made to uds game - everything you 
could possibly tuanf from, a piece of 


computer efiteTTflinptwHt rr in there and 
nothing has been compromised. I don 't 
know how if missed out on a Gold 
Medal back in Issue. 27, but hopefully 
the DEF award will go some way to 
reconciling that email misdemeanor. 

(Gordon) There 's not much I can add 
to that : for me? it's a toss up between 
this and Droprone, iwrt fhis trfxnbig 
virtue, of its originality . The only 
ault I found with it was ike initial 
difficulty? but ike subsequent gamephty 


by 
fa i 


wflfeer up for thm by about a 
millionfotd, IT s crammed with cute 
touches (not something ytw normally 
find in a shoot 'em up) and is almost 
totally unique. I've ployed it and 
compUlcd it? and I still play it- if you 
ever see if fying around, map if up, 
because ifs not only ike best shoot ’em 
up around, ids one. of the best games of 
all lime. 

OVERALL 98% 


Thalamus put Together the talents 
of Stavros Fasouks, Bob bievenson 
and Rob Hubbard and the result, 
Delta , was received to much acclaim 
back in the sprin g of 1 987. The game 
is one of the many Nemesis clones 
which were to spring up, riding mi 
the popularity of the arcade game, 
but Deha's superb sprites and 
Landscapes, and its glorious 
soundtracks make it something 
extra special. At the lime of its 
release there were Some misgivings 
about rhe game's playability, due to 
success having a heavy reliance on 
pattern learning, but this proves not 
to detract much from the game's 
appeal, and Delta was, and still is, 
the cause of many long and sleepless 
nights among member!! of the 
ZZAP! team who are desperate just 
to see the next level. 

OVERALL 92% 


Thalamus’ first game, 

LSanjrion* 

was a horizontal scroller too, this 
time with ten levels of Earthbound 
action. As a member of the Sanxion 
defence corps, the player fights off 
screen after screen of invading alien 
forces using only the standard 
weaponry of a laser cannon. Each 
level is rounded off with the 
destruction of a mother ship, then 
the player progresses to a ReGen 
station where bonus points are 
Collected against a time Limit by 
catching, dodging or destroying 
drone ships. After finishing the first 
ten levels , the player can move on to 
The more demanding night missions. 
This was released before the 
‘extra weapons 1 bug really hit the 
Commodore games scene and 
Sanxim's playability suffers slightly 
in comparison with that of the newer 


breed of shoot ’em ups which boast 
a large and varied armoury. 
Luckily, this deficiency is only a 
minor one, and is compensated for 
by Sa7ixxm\ design, speed, siEky 
smooth graphics, and excellent Rob 
Hubbard soundtracks. If a fast and 
uncluttered blast is what you're 
after, you could do far worse than 
this. 

OVERALL 84% 

Now one of the worthy inmates on 
Hcwson’s Four Smash Hits 
compilation, Zynaps made its first 
appearance in September, 1987, 

1 his is another of the horizont:*] ly- 
se rolling progressive- weaponry 
breed which has the player 
dispensing death to twelve Levels 
packed with alien types and their 
motherships. Zynaps has fast action 
and lovely graphics going for it. as 
well as a nicely implemented 
armoury of weapons and an 
ergonomic method of selection for 
once. Counting against the game is 
its excessive difficulty level which, 
coupled with the player being sent 
back to the start of the level every 
time he dies, makes Zynaps rather 
loo frustrating to be very addictive. 
OVERALL 80% 

Hewson’s Paradroid was Andrew 
Bray brook's first game to really 
caused stir on the Commodore scene 
and is still hailed by many as a 
classic. In it, the player takes control 
of an 'influence device' which has 
been transported into one of a fleet 
of space Dreadnoughts , t he crews of 
which which have been overrun by 
their servant robots, now under the 
control of an alien force Flay takes 
place on the decks of the 
dreadnoughts which are viewed 


from above , with the screen 
scrolling in all directions to keep the 
influence device central . Initially, 
the player is equipped with the 
mi nimum of facilities - a small laser 
and the ability to fly - but by 
running into other androids, the 
influence device can attempt intake 
control of their weapons and means 
of motivation via a sub-game of 
circuit capture. 

Paradrmd is very much a thi nking 
man's shoot 'em up, and provides an 
extensive challenge for even the 
most accomplished gamer. Lookout 
for the speeded -up Competition 
edition which was released on a 
douhie pack with a souped-up 
version of Uridium? speaking of 
which . ♦ „ 

OVERALL 95% 

Rraybrook’s follow-up to 
Paradroid took the action to the 
outer surface of the Dreadnoughts, 
placing the player in a small and 
highiy-manouevrablc spacecraft 
pitted against squadrons of alien 
fighters. Play consists of destroying 
hostile ships while avoiding the 
many upright obstacles which 
clutter the bi-directionally scrolling 
surface of each Dreadnought until a 
klaxon sounds. The player can (hen. 
Land his shi p on a lan d i ng strip at one 
end of the Dreadnought, and initiate 
its self-destruct sequence (gaining 
bonus points]. After a spectacular 
disintegrating ship effect, play 
progresses to the next level where a 
ship with a different deck layout 
must be conquered. 

Uridmn lacked the depth of 
Paradrmd ? and though it's easy to 
get hooked on the fast shooting 
action, after a while play becomes 
monotonous and formulaic. Tin- re- 
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released (iridium-*-, now I tutu ring 
on compilations, only had extra 
levels io entertain the player , but 
mindless blasters should find this 
satisfactory for a while. 

OVERALL 74% 

Hewson and Llamasoft joined 
forces to bring 64 owners Jeff 
.Winter's Iridis Alpha f a game of 
surreal blasting over the two 
opposing surfaces of the planet 
Iridis. The besieged planet is having 
its energy tapped away by 
belligerent Zzyaxians* arid the only 
way the planet % inhabitants Can 
combat the invaders is with a 
Hjiiadron ofwaLk-or-fly Gilby Robot 
fighters. The screen in I A is split 
horizontally to show two 
doppdeaqger Gilbies on opposing 
sides of the planet. Play can be 
twitched between them to eliminate 
Zzyaxians on both sides of the planet 
and in so doing, accumulate energy, 
the level of which is shown by the 
Gilby J s colour. Finishing each level 
requires a planetary core to be filled 
with energy collected by the Gilby, 

The only detraction to this game 
is a product of the typical Mi met 
cutlkndisJiness. However, once you 
get over the confusion campon tided 
by high speed play (which moves in 
two directions at once) and the 
complications of entropy levels, 
Iridis Alpha is an enjoyable and 
exhilarating blast, definitely one 
worth looking ont for. 

OVER ALL 87% 


rapid fire laser weapon, the player 
goes on patrol in the skies of the 
Jovian moon, Io, on the lookout for 
a number of stranded scientists. 
Swarms of aliens arc also after the 
scientists, dropping androids to 
assassinate them while others seed 
space with bombs to kill the heroic 
ieimun. Fortunately for him, the 
fcrtman is equipped with a number 
of smart bombs and a cloaking 
device which can be used to defend 
his person and his charges in hea red 
moments, 

The first thing that strikes yon 
about Drtipmmt is that play takes 
place at very high speed, making it 
highly reminiscent of the cult 
Williams games in which success 
depends heavily on large supplies of 
I lick as well as skill. The exhilaration 
experienced during play is terrific 
and the game is superbly addictive. 
Without doubt, a classic example of 
the genre which should be hunted 
down and played until the tape 
wears out and you have 10 buy a new 
one, 

OVERALL 97% 

Novageitis ageing Enamnm is a 
version of the arcade hit Battle&me 
which avoids the potential slowness 
of Commodore vector graphics by 
instead using speedy character 
sprites to display large flying saucers 
and enormous spherical shots whiz- 
zing in and out of the screen. 

Game play is simple - you dri ve a 
lank around a plain cluttered with 


vious level with one less shield- For 
its time. Encounter was some! hi ug of 
a marvel, and even today, fast, 
addictive and thoroughly satisfying 
blasting action make it something of 
a favourite in the ZZAF! office. 
OVERALL 82% 

Take a trip into the world of the 
balls, in /, Ball and take the role 
(roll?) of a spherical hero who has 
taken it upon himself to rescue four 
of his rotund chums from the vile 
Terry Ball. Play takes place against 
the clock on up and down scrolling 
levels littered with obstacles and 
electrified objects which give I, Bali 
a nasty puncture. Similarly danger- 
ous arc the assorted peons of Terry 
Ball who make a nuisance of them- 
selves until 1 , Ball can blast them 
with his bubble gun. Other 
weaponry is available by collecting 
e he occasional power di sc » pruv iding 
side lasers, rear guns, extra time, 
turbocharging* hyper brakes, 
shields and the ultimate Rainbow 
Ripple Laser. Behind its excellent 
graphics and Rob Hubbard tune, /, 
Bali is a very simple game, and 
though there is always the challenge 
to collect the extra weapons, onee 
you arc fully equipped, you’re 
pretty much invincible. The only 
difficulties you arc really faced with 
then arc caused by running into elec- 
trified obstacles because of the over- 
keen inertia on the control. Other- 
wise, the game is well done and 
definitely worth the budget price 

OVERALL 81% 

A variatiouon the vector graphics 
arcade game Ci ravilar . Thrust places 
the player in a small delta- wing ship 
with a mission to destroy enemy 
planetoids by dest noying a reactor, 
then making off with a spherical 
Klystron pod. Since installations arc 
usually built into caves which reach 
inside the planetoids, some fancy 



The Click-screen blaster, 

Cybemmd crca ted q liite a stir with its 
smart graphics and tremendous 
sounds earlier this year. You take 
the controls of the Cybemoid craft, 
scut to retrieve the riches of the 
Federation which have been stolen 
by a gang of space pirates . Clouds of 
luce lire are essential to coerce the 
pirates into giving up their booty, 
though you have a limited supply of 
missiles and shields which do the job 
equally welL Another very 
challenging and very addictive shoot 
'em up, made even more attractive 
by its aesthetics and suitably ass- 
kicking weapons - absolutely 
essential when faced with mobs of 
such blood-thirsty space bandits. 
Check it out, 

OVERALL 90% 



After being programmed by 
Archer Maclean for Arena Graphics, 
then being released by US Gold, 
Dropzone eventually found its way 
onto the Americana budget label. 
The game is more or less i done of 
the 9C i 1 I tarns arcade classic Siargaw , 

;i last bi-directional horizontally- 
scrolling game with a look of 
Defender. Donning his jet-pack and 


large black towm, using a radar 
scanner to find and destroy a quota 
of aliens who are just as eager to 
destroy you, Once the level's alien 
quota has been filled, a warp gate 
opens to take the player to the next 
level. While warping* you must 
guide the tank between an onrush- 
ing barrage of spheres which 
threaten to send you back to the pre- 


ttying is required from your ship, 
which can rotate clockwise and a n ti - 
clockwise, thrust and fire bullets. 
The ship is also equipped with a pro- 
tective force field which can be used 
to double up as a tractor beam to 
draw fuel from ground-based tanks 
and lift Klystron pods from their 
pedestals. The player has to man- 
ipulate the controls with care to pre- 


vent the i almost) free-floating pod 
from going into a spin which renders, 
both it and the ship completely out 
of control. This makes dextral play 
essential and progress through the 
many mazes of caverns is great fun 
and requires great skill and thought. 
Advanced players can pit their wits 
against reverse gravity and even 
invisible caves, and believe us, the 
incentive to get that far is very 
strong. 

OVERALL *1% 


Firebird's Io is a product of Bob 
Stevenson and Doug Hare’s KinetK 
Designs and as you would expect , 
scores highly on graphics and tech- 
nical accomplishment. It places the 
player in a ship traversing four horti 
zoutally-sc rolling astral landscapes 
populated With all manner of alien 
ships* laser emplacements and mis- 
sile silos to dispose of. Extra 
weaponry is available when certain 
host ties are shot to leave a glowing 
green pod. This can either be cap- 
tured for use as a smart bomb or shut 
again to transform it into a faster 
laser or a wing- tip gun pod. Use of 
these is essential as play progresses 
and the player comes across giant 
caterpillars made of spheres, and 
huge and spectacular end of level 
aliens. The graphic depiction of 
aliens, landscapes and even their 
bullets is nothing short of superb, 
but gamepiav is excessively difficult, 
and so crossing the same landscape 
over and over again when the end of 
Ehegamc seems to be in sight, is dis- 
couraging , and frustration is more 
likely to keep you playing than 
unbridled enjoyment. Worth a look 
if you ’re the sort of cocky sonovagun 
who takes DrqpzcM to pieces with- 
out breaking into a sweat. 
OVERALL 78% 

Zybex heralded the launch of a 
new budget label, Zeppelin, and it 
certainly got the newcomers off to a 
good start. Very much in the vein of 
the arcade game Side Armi, the game 
allows one or two players to take off 
in their jet suits over 16 right-to-left 
scrolling levels, unleashing five 
types of electric death upon the 
oncoming hordes of alien types. 
Shooting the malcontents releases 
weapon icons which give our heroes 
bullet guns, eight way shots, pulse 
weapons, force walls and rail guns, 
and the strength of each can be 
increased up ip four times by collect- 
ing the same icon repeatedly. 
Graphics throughout the game arc 
beautifully designed, particularly 
the backdrops the effect of which is 
stunning on Later levels. Helpfully* 
firing is au tomatic, with the fire but- 
ton only being used to switch betw- 
een weapons. Such features help to 
endear the player to Lhc game almost 
immediately and when you consider 
this has a £2 .99 price lag* it becomes 
an even more tempting buy, 
OVERALL 89% 

The Sieve Evans oldie* Guardian 
is difficult to get hold of these days, 
though it does appear on an Alligtia 
twin pack wirh another Evans classic 
j Eagle Empire it a very low price. 
The game is an almost exact clone of 
the arcade Defender. All the usual 
features are in there - smooth two- 
way scrolling, the radar scan, the 
humanoids, the malicious kidnap- 
ping aliens . Anyway* suffice it io sav 
that if you were one of the ones who 
played the original so much that it 
left you with a nervous tic, you’d 
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better get hold of this and a good 
supply of tranquilizers. 

OVERALL 87% 

One of the greatest injustices of 
recent times is that Hunter's, Moon 
■ Thalamus) didn't receive the sales 
ii deserved. Programmed by ZZAP! 
diarist Marlin Walker, the game 
puts die player at the controls of the 
starship,, H unter which hods itself on 
the wrong side of the galaxy, an 
unfortunate consequence of hying 
too close to a black hole. Of course, 
gening back to the right side of the 
galaxy is the game's objective, but to 
do that the player has to negotiate an 
entire system of alien cellular 
growths, which is divided into sev- 
eral multi-directional] y scrolling 
levels. Once four hyperspace co- 


areas ol rhe landscapes beam shield 
to protect the I^eeper from enemy 
fire, and a scrambler to prevent the 
enemy from detecting and tracking 
the Lceper. The object of Pas i finder 
is to explore the whole Landscape, 
collect artifacts and deliver them ro 
basics where she player is rewarded 
with bonus points or limited 
immunity to radial ion. 

Although by today's standards, 
Pastfinder hasn't much to offer or 
the graphics or sound fronts, it still 
scores very highly on playability . 
Garneplay is strikingly 'different 1 
hut this adds to the fascination, and 
there is certainly plenty to maintain 
the initially high interest level - for- 
tunate, as the game’s more subtle 
touches only come to light after 
lengthy playing. Another game that 



ordinates have been found, play can 
move onto the next level. Between 
each level* the player Lakes port in a 
bonus game in which the H unter has 
to fight off a bom bardmen t of spores 
from approaching worker cells. 
Playing H unier'sMom is an extra- 
ordinary visual and aural experi- 
ence. The cellular formations seem 
almost too beautiful to destroy, and 
some of the effects border on, the 
psychedelic. The title music is 
superb; but the in -game sound 
effects are more remarkable, mak- 
ing extensive use of pseudo-speech 
noises. The player has as many 
options as he could wish for, and the 
game even allows a choice of ship 
colour, and a range of three different 
engine types wh ich effectively alters 
the control method. Alt these and 
compulsive blasts og gameplay make 
Hunter' i Moon a treat for the Senses 
and the adrenal glands. 

OVERALL 96% 


Reviewed back in the salad days 
of ZZAP! (Is^UO 1 10 be precise), 

Ac ti vision’s Pmi/mder was rewarded 
for its unusual but successful mix of 


arcade blasting and strategic gamep- 
lay. Set in about 6,000 years* time, 
the game puts the player at the con- 
trols of a Lee per craft which has as 
its means of locomotion a set of four 
spindly legs which allow it to walk at 
vary big speeds and jump over obsta- 
cles on the vertically scrolling land- 
scape. Each level is but a small sec- 


tion of a large, irradkied landscape 
throughout which are scattered hos- 
tile mutants which can be shot with 
a laser weapon, 'artifacts 1 which 
yield bonus points, and extra lives 
or defensive equipment. Available 
equipment includes heavy mciai 
shields and derad tenors to combat 
the high radiation levels in certain 


isn't in great abundance these days, 
but a prolonged search amongst the 
budget bins may well prove fruitful. 

OVERALL 91% 


Being an unrestrained blast, 
Kl'L’s Light Ford found instant 
favour with the ZZAP! team back in 
Issue 22 . In it you take it upon your- 
self to rid the distant Regul us colony 
of rancid aliens and their associated 
surface structures. There is little to 
the game apart from pumping the 
fire button to launch laser bolts up 
the vertically- scrolling screen, but 
what is there is well presented, fast 
and addictive. The graph teal repres- 
entation of aliens and landscape is 
excellent and Ligksforce sports a 
superb Rob Hubbard soundtrack 
which adds to the f renet jessm of 
blasting. The main drawback is the 
game's lack of levels - there are only 
four - and once they've been mas- 
tered the game begins again with 
difficulty level only slightly 
increased, so it should be easy to 
continue playing indefinitely once 
you’re accustomed to the alien 
mack patterns, 

OVERALL 77% 
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1 WIZBALL 

Ocean 

2 DROPZONE 

USCold 

3 HUNTER’S MOON 

Thalamus 

4 PARA DROID 

JfciYKOn 

5 DELTA 

Thalamus 


6 PARALLAX 

Ocean 

7 THRUST 

^ilverbinl 

8 PASTFINDER 

Activision 

9 CYBERNOID 

I lewson 

10 ZYBEX 

Zeppelin (James 


So there you have if. Bullshit, The ten best shoot 'em ups the Commo- 
dore has ever seen -or rather, the ten best shoot 'em ups we f ve seen m 
the Commodore. 

By looking at the best features of our top ten T its dear that there are 
three factors essential to the perfect shoot ’em up. The action has to get 
the adrenal glands -working overtime by making heavy demands on 
the your ability to think fast, and move the joystick even faster. ExhU- 
oration is the name of the game, and this only comes fry repeatedly pul~ 
fifigjwii lit the tightest of spots and giving you the opportunity to escape 
with the skm of your teeth barely intact. The best shoot *em ups will 
leave you either screaming or sweating (or both). 

Equally important ts variety. Htrw long would you be able to play 
the original arcade Space Invaders for these days? Not very long? 
That's because the action only changes in ns level of difficulty^ and 
the player isn 'i really offered any new challenges -just stay alive and 
keep accumulating points. Nowadays, a good shoot ’em up needs 
either graphic variation (changes of scenery or alien types ) or at least 
attack patterns . 

Take the example of Delta. 7 ‘he variety and beauty of the back- 
drops and aliens has the play er coming back for more with the belief 
that the next level can *t possibly look belter. The ahem blasting levels 
are also interspersed with column dodging and asteroid blasting levels 
which also help to dispel those feelings of monotony. 

But where would a shoot 'em up be without its weapons ? As the pro- 
ducers of such arcade games as Nemesis and Side Arms discovered 
a few years ago , you get more satisfaction from blasting aliens with 
some kind of pretty hard armament, so pea-shooter lasers are out. 

H owever, it is excusable to have a reasonably puny weapon at the start 
of play if if can be used to easily obtain bads of types of bolt-on mega- 
weapon later in the game . It is important that r he limitations of the 
game don’t hold back the aggressive urges of the player, and from all 
the shoot cm ups we’ve seen, be they home micro or arcade , we decided 
the most desirable death-dealing extras to be made available are prob- 
ably as follows: 

1 . increased shot speed - allowing only a single shot on ike screen 
at once can lead to frustrating deaths . 

2- Multi directional fire — three-way then eight-way 1 it urmaffy a 
good level of progression, and multiple finng saves the player from put- 
ting himself in untenable positions. 

3. At least one drone ship which emulates the main c raffs 
firing and remains indestruetible-iise/^ as a shield or just formet- 
ing out fiery justice to whole hordes of enemies at once. 

4* Homing missiles or bombs - maximum devastation ensured. 

5. Unstoppable weapons - ripple lasers or beam weapons a la R- 
Type are graphically impressive and profitably deadly for whole 
ranks of hostile*. 

These provide the feeling of supreme power essential to ike whole shoot 
’em up philosophy Such games are (we’re led to believe) helpful to 
the release of the animal aggression we all have as a legacy from our 
prehistoric ancestors, which is kept pent-up during our daily lives. 
Blasting cathode-ray robots is a far more acceptable alternative to 
real-life destruction, though some would argue that one leads to the 
other . What do you think ? 




LOOKING FOR SOMETHING 
OUT OF THIS WORLD? 



You’ll find it at 


lOam-Spitt Frl, Nov 18 
lOam-Gpm Sat, Nov 19 
10am-4pm Sun, Nov 20 


The 12th Official 

fscommodore 

^ computer show 


Advance ticket order 


I 

Please supply 



Champagne Suite & 
Exhibition Contra 
Novote i, Hammersmith, WS 


Book your ticket now for the 
show that ha s ev erything: 

* Hie complete Commodore hardware 
range. 

* AW the very latest in software both 
entertainment and business 

* Peripherals that will add totally new 
dimensions to your machine. 

* Technical advice from the UK's leading 
Commodore experts. 

and, most important of all, you'll 
discover bargains in the form of many 
hundreds Of special show offers. 

¥qu can even save £1 a head before you 
get there by using this advanced ticket 
form. 


n Aduli tickets al £4 (save £1) £ 

I! Under -165 Ticket: 1 ; al£2 BCH&ave £l; . £ 

T Die* £ 

O Cheque enclosed payable to Database Exhibitions Lid. 
Please debit my creon card account □ Access □ Visa 


I I.JLLLL 


1 1 1 U i 1 1 1 


| Expiry dfltt. Q 


JdntiMWfi pt iftwr 

£5 UiMti! 

£3 90 | wider IteJ 


iUvmkc ticket entm 
:4m 




Name ... 
Address 


Signed 


POST TO: DiUUh Exhibitions, Europe Haute, Adltiigtim Per*. 
Adtineton, M-iCcksfiokl SNlO 4NP. 

Wfttf OftPm: HvVmt; 0625 379920 

PftZSTU ORDERS: MFT '$$, THE H 614S6&3&3 
mCROtm ORDERS: MAILBOX 72;MG0Q1 

P/ease quoin £ted>i c&q number nntf full address A 522 


And you just musin E miss me wonderful world of 
Amiga where you'll oe able to see for yourself 
the ultimate in personal computing 

too mane* Which Commodore machine you use - 
from the 064 up — ycwj'll find just whai you are 
Ippkmg tor 

All the leading companies servicing each sector ot 
the Commodore market will be on hand to 
demonstrate their latest developments 

Traditionally the liveliest Commodore event of the 
year, this pre-Christmas snow is one you Can't 
afford to truss 

Haw la grtthet* 

By Undergrounds Nearest tube station is hammer- 
smith { Piccadilly, Metropolitan & District Lines,! 

8y Bus: 266, 714, 716. 290. 30. 12 73 74 
Car pammg facilities available al the Novate I. 


DATABASE EXHIBITIONS 









STREET SPORTS SOCCER 


Epyx, £9,99 cassette, £14,99 disk 


f you wanna be a real soccer 
star, you've got to start or the 
streets. PeIG did , . . Maradona 
did , , „ Johann Cruyff did , , . 
Pant Glancey didn’t -which is why 
Pole rs a megastar and Paul Gian- 
cey isn't. Funny old game, innit? 

Right,, now we've established 
you 're going to be famous , let's do 
it properly, shall we? First; the 
pitch - there’s the soft and slippery 


02(01 


01 JETS 


V 'Gimme that ball; or hi k^k yer InP la ui*ty one of the many uncultured phrases heard in ZZAPt this month 


Back where I 
coma from in’t 
Lancashire wilds, 
backstreet foot* 
ball could lead to 
soma pretty nasty arguments 
- but it wasn't exactly played 
according to the rules, (Much 
t’same could be said (though 
not necessarily In that accent) 
about Street Sports Soccer it’s 
good fun to play {especially 
with a friend - well, with Matf, 
anyway) and even better to 
argue over, but It's not really a 
proper sports aim - there’s 
just not a big enough variety of 
tactical moves for that But 
then, is It intended to be? As 
usual, Epyx 1 classy presenta- 
tion ia excellent, right down to 
the spinning coin that decides 
who starts the match- ff you’re 
not bothered about an incredi- 
bly faithful soccer sim T get out 
your boots and give this one a 
whirl: l think it's fab. 


’Ere we go, T ere we go, *ere we go. etc. Geordie 
aggro, Geordie aggro |Obl * PG)- l T m just trying to 
worit up the right frenzy for another game of Streel 
Sports Soccer. This time I'm going to beat that fatso 
Gordo into the ground, if H T s the last thing 1 dol 
Meanwhile - back to the comment. First off - this Is not a very 
serious football elm and you don't need to memorise a whole 
range of complicated moves to play. And that’s exactly why I 
think it's great: if you can’t go down to the park with a group of 
friends the next best thing Is staying in with your computer to 
bash the ball about. You don’t need any special knowledge or 
skills - just get in there and beat the hell out of them. Almost like 
the reel thing - - , But then, being a glrly, what would 1 know 
about diet? 


turf of the park (watch out for those 
little canine calling cards] or just 
the plain old, ordinary backstreet, 
Second; the team. You can pick 



These past 
couple of months 
have seen there 
fai r share of footy 
simulations- They 
seem to be popping up 
everywhere you look! I sup' 
pose E pyx's release is more to 
go with their Street Sports 
series, not just following the 
rush of World Cup influenced 
games. This Isn’t a bad game 
at all as a matter of feet, but 1 
must say that after Baseball t 
did expect something more 
then a watered down Internal- 
ional Soccer-type game. The 
sprites are a bit on the small 
side - and a bit Chunky come 
to think of it The backdrops 
are a fair enough represent- 
ation of a street and a park, b ut 
wouldn't a couple of coats on 
the floor be better than the 
apparently well made goals 
that are there instead? Playa- 
bility-wise, the game ft quite 
interesting, capturing a good 
deal of the atmosphere of the 
kickabout games f used to 
play, but the variety is 
definitely below the usual Epyx 
standard. 


three players from 3 selection of 
rough and ready streetwise kids. 
Spin a coin to find out whether you 
or your opjoonent (human or com- 
puter] go first and the most Epyx 
(ho ho) match on the block is ready 
to begin. 

Pressing the joystick button 
toggles between members of the 
team. In addition to basic passing, 
receiving, shooting and kicking, 
you can play a variety of fancy ’set 
shots’ end block an offensive 
player. 

Fou Is result i n a penalty shot and 
offsides (an offensive player with- 
out the ball gets behind a defen- 
sive player) mean automatic 
change ot possession. 

Matches are played over a set 
time limit or until one team 
achieves a preset winning score. 


PRESENTATION 76% 

Multiload may annoy cassette 
users. Otherwise - a wide range 
ol options including team selec- 
tion and three difficulty levels. 

GRAPHICS 75% 

Bnght and bold but the players 
st i II suffer a bit from ‘ the c h un ka\ 

SOUND 53% 

Unonginal front-end tune com- 
plemented by sparse in -game 
spot effects 

HOOKA BIL1TY 78% 

You’ve just qot to beal your 
males. 

LAST ABILITY 70% 

Lack of tactical variety may dull 
your original enthusiasm slightly. 

OVERALL 75% 

Just as much fun as kicking a ball 
about in your back garden -ana 
you can ' t brea k your neighbour s 
windows (aaah! Takes all the tun 
outotitl-Ed.) 
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SINBAD AND THE THRONE 
OF THE FALCON 


Mirrorsoft* £14.99 disk only 


O ur macho Middle Eastern 
hero, Sinbad, has received 
e desperate plea from his 
childhood sweetheart, the Prin- 
cess Sylphani, To weaken the 
throne of Damaron, the Black 
Prince Camaral has transformed 
her father, the Caliph, into a falcon 
{nasty trick, huh?) And - wouldn't 
you just know it? - Sinbad 's got to 
change him back . . , 

In a mere few months, ours war- 
thy churn, must search the many 
cities of the surrounding conti- 
nents for the help of four main 
characters. 

Libitina is a sorceress with eyes 
for Sin bad. Information is difficult 
to gain from her, but she can give 
Sinbad strength if he is willing to 
put himself under her spell; iris the 
Gypsy is a wise old woman whose 
information Is invaluable; finding a 
Genie's bottle grants you three 
wishes which could save the day 
when disaster strikes. The Sha- 
man i s the most vita I of the to u r, as 
only he knows how to release the 
Caliph from the Black Prince's 
spell. To converse, pick one of 
three sentences for Sinbad to 
Speak, being careful not to say 
anything which could offend. 

Your quest also takes you 
through several arcade style 
games. Use a crossbow to shoot 
down the treacherous Pteranoxos 
before ol can relay your position to 
the Black Prince. Jump between 



I'Ve never actu- 
ally been that 
impressed with 
Cinemaware 
games. They 
always seem to be too 
involved to be entertaining. 
Sinbad isn't too bad though, 
being more film-tike than pre- 
vious releases. It still takes 
quite a degree of thought to 
make any significant prog- 
ress, but everything is pre- 
sented in a logical and obvious 
way. The conversational sec- 
tions are well depicted with 
Earge, well drawn and ani- 
mated characters giving cre- 
dibility to the given phrases. 
The only thing that really 
annoys me is the difficulty of 
the subterranean sequence, 
where Sinbad must escape to 
the surface after falling down 
a crack in the ground. One slip 
means that you fail alt the way 
down to the bottom again. 
Aaargh! Maybe I'm too much 
of a diwy to understand the 
game fully, but I still think it’s 
quite good. 




i f « ^ 

Hail iQMli. 

fort I »i; 
foki tj uirdt<i 
f±l|vt>j Ljhot.i 


A Abirds&ye view (well al mq&t} of 
our here's finger -trash from the 
captain's table 


underground platforms and avoid 
falling rocks when Carrwal's 
magic causes an earthquake. Kill 
the boulder-hurling Cyclops with 
only a make-shift sfing, Steer your 
ship, the Sabanafus. around reefs 
to save drowning sailors. Pick the 
jewels out of the eyes of magical 
statues. Cross swords with some 
of the most dangerous brigands in 
the land. Blast the alien hordes 
with your plasma disruptor can- 
non. Er, no, well, that's one thing 
the game doesn' t let you do . . . 




ft’s been a lung 
time coming, but 
this Cinema ware 
release seems to 
have even more 
to it than Defender of the Crown! 
All the magic and adventure of 
the Sinbad films is there 
except for Ray Harryhausen’s 
monsters! The character 
graphics are excellent, as are 
the those in the action sequ- 
ences, and sound la used 
equally welt, with an extensive 
medley of Arabian sound- 
tracks backing the action. The 
cost of all this is quite a bit of 
disk flipping, which isn't too 
bad at first, but after several 
games It becomes rather tire- 
some, The game’s other weak 
point lies in the menu-driven 
conversations, which tend to 
repeat sentences if log really 
end sometimes the characters 
get some pretty tacky lines. 
But it was action, not dialogue, 
that made the movies so 
watchable, and this game cer- 
tainly has plenty of that! 


I love all those old Sinbad films - you know, the ones 
with the six-headed monsters and really awful spec- 
ial effects - and Mlrrorsoft have really recreated all 
that great nostalgic tackiness. Sinbad looks just like 
Clerk Gable when he swings athletically from ledge 
to ledge - you can almost see the hairs on his chest! Obviously 
there are limitations to the kind of conversations you can have 
with people but somehow the game’s complexity makes up for 
that, 1 wish they'd given you a few more lives for the arcade 
sections, thought it's really annoying when you get zapped by a 
spider or fall down a hole 20 minutes into a quest. Still - the mark 
of every hero is the ability to grrn and bear his (or her) troubles. 
Go on then, say cheese! 


▼ You could si most mistake him for Douglas Fairbanks (well we 
could, anyway) 






PRESENTATION 90% 

Film- style presentation through- 
out, and an easy to use icon 
Command selection, 

GRAPHICS 90% 

Excellent static screens end 
smoothly-animated sprites, 

SOUND 77% 

: Appropriate Middle Eastern inci- 
dental music, 

HOOKABILITY 82% 

Lovely aesthetics and the prom- 
ise of varied gamepfay are 
attractions. 

LAST ABILITY 76% 

Plenty of action, but entry into 
some subsections seems too 
random, so the atmosphere isn't 
as good as it should be, 


KWTtn-rr^ 


Very good, action -packed adv- 
enture with plenty to keep you 
occupied. 
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INTENSITY 

Firebird, £9.95 cassette, £12.95 disk 


T he Terrain Expiration Com- 
pany operatives, whose job 
st is to seek out new life and 
new civilisations' have come 
across just what they were looking 
for. Unfortunately, the new life 
form they have discovered is a 
genus of hostile mutant which 
finds that the best way to while 
away the solar hours is to intest 
visiting space stations and beat up 
defenceless colonists. 

Under such circumstances, the 
crew of the Ganis Major space sta- 
tion have decided that evacuation 
is their only hope, and it's up to 
you to get them from the platforms 
where they work to any one of five 
escape shuttles at the far end of 
the station. 

The colonists emerge from the 
Canis Major's airlocks, then run 
across the deck towards their 
rescue vehicle, a drone ship which 
i s under the control of your surface 
skimmer. Picking up colonists is 
simply a matter of flying the sur- 
face skimmer from its launch pad 
to a clear site near an airlock and 
calling the drone. When the skim- 
mer launch pad flashes, that plat- 
form's quota of colonists has been 
rescued, so landing the skimmer 
back on its pad moves you to one 
of three other decks further along 
the station. 

Death stalks the decks in five 
mutant forms. Spores are the 
easiest aliens to dispense with, 
and until they can land, they are 
vulnerable to collision with the 
skimmer, the drone or each other. 
IF a spore does manage to land, it 
mutates into a Stalker. 

The Stalkers bounce up and 
down, vandalising the deck until 


they get bored and leave, or 
mutate. If it spots a colonist, a 
Stalker can capture him and 
mutate into a Nudon, a malevolent 
fireball which moves slowly 


towards the drone, hoping to 
destroy ri and all its occupants. 
More ambitious Stalkers cocoon 
themselves inside a Podule, until 
their transformation is complete 
and they burst out as a Tracker, 
These home in on you . . . aaargh! 

As you might suspect, progres- 
sion through the decks reveals 
increasingly adept and deadly 
breeds or the above, but to help 


The graphics are in Bray brook's normal bas-relief 
style and the opening screens look as though you're 
about to be flooded in a wash of Alfeykat-style con- 
fusing menus. However, once the shock of seeing a 
Graftgold game that isn’t a shoot ’em up has worn 
off, you start to think, 'well what's happening here? 1 The first 
couple of games don't give a lot of encouragement, but for some 
reason you find yourself drawn back to the computer for ’just 
one more go',. It h s not as frenetic or exciting as pre viou s Gr aftgold 
releases,, but it's still quite playable and addictive. One for 8rayb- 
rook fans to look out for and for casual players to try for them- 
selves end see if it grabs them. 


I thought the standard of Andrew Braybrook's 
games had gone slowly but surely down since 
Paradroid - and taking one cynical look at this game, 
I started rolling my eyeballs. It was lucky I stopped 
them before they rolled under the filing cabinet, 
because it turns out that Intensity isn’t the mere exercise in 
polished programming I had guessed it would be. Ifs a pretty 
easy mistake to make, as such intelligence has been program- 
med into the movements of the colonists that the game seems to 
finish the first screen by itself. Unfortunately, later levels proved 
that just as much intelligence had been programmed Into the 
aliens, and they knew exactly how to work me up into a frenzy of 
activity, I can tell you (’ere, no, missus, quiet at the back, etc)! If 
the action was a bit more mainstream (perhaps blasting as wall 
as collide and collect) I think intensity might have been widely 
hailed a s another Bray brook cla ssic , As it stands, I would only go 
as far as saying it’s one of his better games. 


T Qraftgold'g latest lacks the polish Of thdfgreatsst (Boring i+iymes Inc) 


you keep up with the increased 
difficulty level, Intensity has a sys- 
tem for buying better rescue 
equipment. Every time a colonist 
is saved, a large R (Resource Unit} 
is released from the skimmer's 
launch pad; at the and of a level, 
accumulated Resource Units can 
be traded for skimmers and 
drones which are able to fly faster 
and over higher obstacles. These 
are produced on a production line 
which requires a longer period of 
time to build more advanced craft 
- so you'll just have to wait for 
those go-faster stripes, won't 
you? 


Cor, another 
Andrew Brayb- 
rook game, I 
thought (I have 
these moments 
of inspiration). OK, so I didn’t 
think Morpheus was anywhere 
near as good as Uridium or 
Paradroid but everyone's 
allowed to slip a bit once in a 
while, anen^t they? Well, looks 
Ilka Andy Braybrook has slip- 
ped again. The idea’s original 
and the graphics look great 
but none of it really grabs you 
by the ... er ... well, what- 
ever things normally grab you 
by. As for the sound affects - 
they were very Impressive In 
Paradroid, but you can have too 
much of a good thing - and I! 
think by now we T ve had 
enough. If you enjoy repetitive 
games and aren’t too bothered 
about: having a large environ- 
ment to explore (there isn't 
one) you could do worse than 
buy Intensity. You could do a 
bit better, too. 



PRESENTATION 91% 

Attract mode, and user-friendly 
options for one or two players 
with joysticks in either port, col 
our and: monochrome modes 
and volume control. Disk version 
saves highscore table. 

GRAPHICS 88% 

Small but very nicety animated 
sprites, Familiar bas-relief 
decks. 

SOUND 70% 

Tuneful music, but spot FX are 
very Paradroid. 

HOOKAEUJTY 78% 

Unusual playing style takes 
longer to get into than that in 
most games. 

LAST ABILITY 86% 

1 6 levels, but just a little more 
variety would have given- It even 
more long-term appeal 

OVERALL 75% 

An excellent game, but doesn't 
have the broad appeal of Brayb- 
rook's previous works because 
rt isn't an out-and-out blast. 
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WALKER' 

•WA Y 


By Martin Walker 



With a slow sweeping cut, he 
parted the mist, and then leapt 
upward, borne by invisible wings 
Which protected his earthly 
form. Askdmth hurled bolts of 
lightning towards him, but they 
passed harmlessly to each side* 
As the blade rent the skies, the 
flames enveloped the upsurper, 
and the mists closed once more 
about him. They spun faster and 
faster, tearing the figure ever 
higher. And then a great scream 
was heard; a long wailing cry that 
drew no pity. The usurper spun 
helplessly, his blade breaking 
into thousands of tiny fragments 
which were hurled into the void. 

The body flapped limply as it 
began to fade and then return to 
its own dimension. The figure of 
Askaroth faded with it, and with 
a final roar of defiance, A ska rot h 
returned to his own domain, 
leaving the dust king and his 
subjects once more in their great 
hall, where they hurried to 
relight the smoking brands and 
bring tight once more into the 
kingdom. The king stood before 
his throne, and Smiled, 'This 


month's diary is a bit fierce!" 



Saturday 6th August 


Well the music to be |>!aycd during the 
Armaiyte disk level loading sequence is 
mm plete -afl oat ing a n d ope n end ed seq u e nee 
ili.it should give li Few well-earned peaceful 
mon tent?, during the lull between, levels, 
stowing the player tn relax the trigger linger 



and prepare for further onslaughts to Lome. 
The only piece left in finish now is the 'game 
over -1 tune. This needs to have immediate 


impact, as most people will only be hearing li 
during the lime ti takes to enter their Initials in 
the high sCor e la bit. Hal so n eed s t n be su it a bl y 
hlirring to give a sense of achievement. 


Sunday 7th August 


During the aftemuon the game over' music 
was finally completed, and it only remains to 
add my fadeout routine (written for the demo 
diskji to the actual music player, tor use by the 
'customer', it quite often sounds better to fade 
I he music before starting the game to give a 
smoother transit inn (more about that when 
the coding is started tomorrow |. 


Monday 8th August 


The fade routine bom the demo was 
streamlined for addition to the player today, 
and at the same time E decided to add 6 lie 
facility to trigger a fade at any speed From 
within a irack. The most important thing for 
customers is to have an easy time with 
installation. During the mastering of Hunter's 
Moon we found it very tricky to time the 
loading music so that Li faded out at the end. 
After all, you need to find the best time to sum 
the fade, set a timer to do it. and: then keep 
tweaking the fade speed until tin* track just 
fades to silence as the music finishes. The 
Armaiyte loading music triggers its own fade 
automatically and then switches l he music 
player off as soon as the track dies away. I can 
even do a slow fade over 30 seconds if needed! 


Tuesday 9th August 


Another sound effects commission saw me in 
Southampton today, together with demo disks 
and notepad, ft really does save a lot of time in 
the long run to discuss exactly vvhai is needed 
before you start work - with sound effects. 


particularly, ft's strange that programmers can 
sometimes have little idea what they really 
need unlit you produce some sound effects - 
but it's amazing that they can soon find 32 
mod s fica E ion 5 1 ha t m ust be made . This i s w h y I 
like tn discuss ii fully firsl (and of course \\\ 
nothing to do with get ling treated to a free 
lunch - thanks Neill). 


Wednesday !Oth August 


After a call from Robin in Exeter with 
information on some design changes to 
Armaiyte, today saw me extending the 'game 
over' music, and also making a few tweaks in 
the sound effects | Whoops! - don't read 
yest e rday ' s en 1 ry g ays ) . I ' ve and nged to t ra v el 
down to Exeter next Tuesday to see some 
surprise additions to gameplay, and let them 
see how a newcomer copes with 1 he new 
features. This is a vita! area of game testing - 
how many games have you seen that are just 
ton hard nr to easy? This one has been played 
o v er month s and i l sh n ws , Th e big p n i h| cm can 
be S haE programmers become Ion good a l iheir 
own games, and so the feedback from an 
outsider can be inval Liable - they all certainly 
gave me plenty of that with Hunter's] 


Thursday 1 1th August 


This morning the latest Armaiyte disk arrived, 
with various improvements and the dummy 
music installed. The final Compilation of in- 
game music at the requested memory location 
took about an hour and a half, although 1 still 
made two mistakes which look a little tracing 
before the tide tune bunt forth ai the start ot 
the game. As the tracks themselves are only a 
small percentage of the total music HU’, I even 
ma naged to squeeze the tassel ft 1 loading music 
into tire game file, and tins is going to be re- 
used as an extra 3 minute piece during the in- 
gamc demo mode (a total of 10 minutes of 
music - what amazing value Tor money! ). 

During the afternoon, after several phone 
cal Is a i id a fe w h acks to i n sta 1 1 a cou pie of new 
sound effects, ii became a race to get the final 
music and sound effect files on disk in time to 
catch the posi hack to Exeter, I made the final 
collection wi th five minutes to spare. Thinking 
about the expert audience watching my every 
move tn Exeter next week, [then replaced ibe 
rfdcroswiich on my joysikk fire button ft was 
beginning to feel a bit r soft' r and I'll need every 
possible advantage l can gel! 


Friday 12th August 


The ne w so u n d efl eels comm ission was si a rt ed, I 
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tirid atsu a decision to update Lhc sound effects 
module and editor to bring them up to the 
si d ud ard y f I he mu sic edi lu r , Th c so und effects 
produced at e fine, bul the editor seems so slow 
and lacking In refinements after working for a 
month with the supenweaked music editor 
The coding was completed for the module itself 
during the afternoon, hut as I'm away to the 
wilds of Lincolnshire again this weekend, the 
editor will have to wait until nest week. 


Tuesday 16th August 


The big day. After timbering up my joystick 
trigger finger during lhc 120 mile journey 
down lif Exeter, my big moment arrived at 
J tflTTi. The latest version of Artnaiytc was 
ceremoniously loaded up, and with a 
breathless hush descending over the 
assembled throng, I plunged into test -pilot 
mode and entered the experience. And what 
an experience! 1 just couldn't stop playing all 
day - the new features, are mu nning, 

Possibly my most favourite feature is that 
you can play in such a variety of ways, 
choosing different combinations of weapons 
each lime you play r and even swapping super- 
weapons in real time to deal with particularly 
tricky elements as you play. Every time 
Cy herd y tie see someone play, they sec a 
different approach. I know I ve produced I he 
music and sound effects (which Cyberdyne 
Systems were well pleased with, I'm happy to 
report! | but this game is my favourite on any 
machine since Delia, and that's a BIG 
compliment. With any luck the review hhuukl 
be in this issue, so you won't have to take rny 
word font alone - BUT Ml SI IT AT TOUR 
PERIL! I've spent more time playing ill is than 
any other game this y ear! 


Wednesday 17th August 


Various readers from different pans of the 
con ni ry have been writing to me care of ZZAP! 
and Thalamus, and your letters make very 
interesting reading, Many thanks for i a king 
Lhe trouble, guys! I'm afraid that I can't reply 
to them ah personally (I already work a 70 
hour week and write the diary!) but would like 
to especially thank Chris Hester for his epics 

I the postma n needs a ha rrr j w to w h ee I th em u p 
the path), 

Andrew Roberts sent in many ideas for 
Citadel (some of your thought processes must 
run parallel to mine, or else you've seen my 
gamcplan!) ResT assured that many of your 
ideas were already included, and the hidden 
doors will play an important part in the game. 
Your Idea uf Collecting 'command credits' 
(although Morpheus used a similar scheme) is 
novel in that 20 will ca r ri you a n ex i ra s hi p a r i d 
30allowyou id skip the present level, Kmtnm, 
Possibilities! 

A Farrell [hi. A!) has paid me a handsome 
com pi i mem in wanting to purchase my Music/ 
SFX editors. As you've probably realised from 
recent diary instalments, the music and S FX 
editors arc being used solely by me for 
commissions, so I'm afraid that they won't be 
available commercially. The demos that were 
beiil QUt arc sample musical pieces only, With 
no editor onboard (for obvious reasons, Hack! 
Hack!}. 

Your query on iiow to achieve parallax star 
scrolling is really outside the scope of this diary 
to answer in 'depth 1 ' (uni ess ZZAP! want to 
avoid Iheseawfti I puns and give me a separate 
technical hill) but briefly, it's all done with 
characters. By defining a single star In 
successive positions across one character, and 
then filling a whole screen with it, you could 
have 1000 moving stars at once with very little 
effort! Different layers are achieved by using 
several characters, each having a 3 ingle star 
which is plotted across the character "square' 
at a different rale. 

Finally, Keith McLtman compliments me on 
my Hunter i Moon sound effects, and voices a 
topic which is mentioned by many people - the 
difficulty in achieving good sound effects in 
games, 


There really is no substitute for fiddling! I 
probably learnt most about producing 
particular sounds by using one of the early 
keyboard synthesisers in a band — no presets, 
no memories, and only one note at a time. If 
you gut a good sound you had to remember 
how to make it agdint The latest keyboard 
sou i ids ca 1 1 be so complex dial many mu si cia i is 
don't even attempt to program them 
themselves, but use amt inertia t!.y available 
disks t o load 1 1 e w ba n ks o f vi j i ces, A n d if It 1 s any 
consolation, looking at the game inlays will 
show- you that many top programmers have 
their SFX produced by specialists - I'm very 
luck to beahle to do everything myself! .lust to 
prove the point, today I rewrote the SFX editor 
a nd ad ded some new feat u res I u b d p wit h t he 
latest commission - no commercial package 
could ever be that flexible. Experiment with a 
music utility jusl making different sounds, and 
when you gel to grips with how lo get a 
particular effect, think of ways to Improve it 
when you write your own AFX program! 


Thursday 18th August 


After producing some more sound effects (the 
an is knowing when a sound 'fits' and then 
leaving it alone Eh i( was back to Of arid. Since 
the essence of the game is staggering i he traps 
to find equipment, keys, doors and nasty 
surprises (!) the graphics editor was booted up 
to iry some designs for trapdoor opening. This 
sequence is important, since :l provides mosi 
of the feeling of exploration, The timing will be 
crucial - if the doors open too quickly there's 
no nail-biting fighi with your pursuers before 
being able to grab a vital piece ol equipment, 
ton slowly and you can escape loo easily il 
there's something nasty being uncovered 
underneath! E 



Sunday 2 lit August 


A very interesting weekend, with a su prise 
guest - none ot her tha n Mr Riggers himself! As 
you might expect, most of the time was spent 
playing games, and once again out came the 
old Atari 800 E For sb eer pla y ah] I i ty, so m c of t he 
old games take a tot of beating, and for the 
record t he ' la v cs ' wc re A . f ( B rod c rb u rid ) , 
Outlaw/ Hawitzer (AFX) and Bristles (First Star), 
On Lhe state of the art front, my trusty ST had 
a treat in the form of a first glimpse of Siarglidcr 
2. Wha( an experience! Although 1 did little 
more ihan the tourist bit, wandering around 
h a vi ng a pe ek a t every E h i ng, I here scents mot e 
than enough in keep most games players 
happy for weeks, if not months - it certainly 
makes up for the lack nf depth in the original, 
and look how many people still enjoyed that 
{including met). Finally, following a perusal of 
the complex Thp-a-tron (the new .Winter ntega- 
package) we ended up listening to the music 
from Armaiyte whilst having a session with 
Colourspace on the ST. 


Wednesday 24th August 


Another few days spent in the comparative 
comfort of the sprite editor, It's very easy to gel 
lost in this one , as yo u ca n not o nly design l he 
little bea sties but also join them together, 
overlay them for fancy work, and even prepare 
animated sequences to try out ideas! After 
scaling in for a long session, a definitive trap 
opening sequence was generated. 

Using the muhiplexor will allow me to add 


background details and colour to the 
landscapes, as well as produce the normal 
baddies, using sprites. In fact, smte the main 
problem with any multiplexor is making sure 
that it is .nwrc possible lor more than eight 
sprites to attempt to occupy the same 
horizontal 'strip , (his will help a great deal by 
fixing sprites t n. posi ( i on on t h e la nd sea pe . If dll 
[he spri les m ay he mov i ng, ( he a hemal ives a r e 
a lot of effort to ensure shat she wrong 
combi nation can never occur [Armatyte) or 
nasty flickers and lurchers (Zyrmps. for one). 


Thursday 25th August 


The return of the cities! At long fast a major 
advance for the Citadel code, namely the 
addition of the main collision routines in detect 
walls and other land-based obstacles. The 
cl h 1 i ng proceed ed s ri i not ft! y , a nd by the end ol 
the day i could move smooth 3 v through the 
corridors with a seal: sense of solid matter 
beneath my feet (7). The only minor bug tha; 
still needs sorting out if is MONITOR gel 
impaled on a pipe occasionally, but that 
shouldn't take too tong tn trace tomorrow, 


Saturday 27th August 


1 have just experienced the weirdest set of 
coincidences! Yesterday I managed to trace the 
pipe impaling bug, and then spent some tame 
game Editing’ With Paul Beecher, my special 
visit on for the afternoon, lu the evening, 
Belinda and I noticed a pool of water forming 
on the kitchen floor - a pipe had started 
leak! ng t ! After aft e m pt i ng t o mo p i he escapl i ig 
water, we spent slie night wilh lhe water 
turned off al the mains and listening lo 
gurgling all over the house. Then the next 
morning, lo cap tL all, before (he plumber 
arrived a circular dropped on the mat 
promising lo Add a special magic of magic to 
your kitchen'! Perhaps it meant a swimming 
pool, Groo n {and yawn ). I shall have to be very 
cautious when I add the explosion routines to 
Citadel\ 


Tuesday 30th August 


After a session which saw * 1 my latest sound 
effects commission nearly complete. Citadel 
returned to the monitor for various small 
improvements, in preparation for the next big 
addition over the real of this week. In facLaftei 
perfecting the wall detection., ] spent the 
evening! Starting my very own sou nd effects file 
with a menacing dang. 


Friday 2nd September 


Over the last few day it he l raps have started to 
evolve. Since that elusive feeling of 'being 
there' is needed. I have decided to remember 
the state of al | traps on a particular level, solhal 
th ey are sti II th e sa me wh en i h c pi aye r re e u rn s 
eu the spot. This will allow strategies to 
develop, since some situations will cal! for 
indestructible baddies to he lured into 
ambushes, once the player has discovered 
suitable tity defences to commandeer (and has 
not fallen into the traps in person!). To help 
with rhe fed, (he initial sound effects have 
been Installed, and can now he tweaked in 
action'. 


Monday 5th September 


The final day of this instalment, and the stari 
of various new routines, The player's bullets, 
landscape sprite position updating and oilier 
vital areas all involve the multiplexor to 
somecKtent, so some study in this area is 
needed. A lot of things are beginning to come 
together, so l expect to have a playable 
demonstration completed by lhe end l>( the 
next instalment. Until ihcn, keep your eyes 
Twitching and your joystick fingers sharp ior 
peril aps 1 ha L sh ou Ed be th e other w ay mu nd ! \ 
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309 Goldhawk Road, London W1 2 8EZ 


PRICE PROMISE 


01 99 5 365 /,ogd 

OR 0525 371881 


It you wish to purchase any product Irom our list and 
in I H* ir , hi t.,-11 huy the s^me omrlu' r rheapei 
firun . it it "h.-r muil « irt.l-j-t ■ ,-i impany ^nply 

fh< .<A' r , in mi ,Pilmr] l’n n.mp- >:l H u-> itht 

irnj j.irv-, n i i .’.I'i'it ■ ,. 1 1 . *sa Ihmulvt-rl fit mu si hf! 

i ■ i Pr ■: i Prnmijv.: dmrs not apply In 

.11 .'i i ii r i i ir, Spin" al C HU.'i ■. 


ENQUIRIES 

01-748 3597 
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WORRA 
LORRA BALLS! 


CAN GLANCEY ACHIEVE THREE DEFEATS IN A ROW? 



Yeeebaa! I had been gleefully awaiting this Challenge 
for quite a while. Over recent months, my champions 
have met their match against Houghton the repulsive, 
unstoppable blob, and even the new ZZAP! inmate and 
chi m pa nzee - too kal ike Maff Evans. But there is one I 
can always depend on - that most uncoordinated and 
imbed lie of reviewers, Paul 'It's a Weapon' Glancey, 
whose turn it is this month to meet one of my worthy 
fans and once again show off those game- playing 
'skills 1 which previous encounters have proved exist 
only In tiny doses. 

Fool that he is, the weedy boy-wonder was still eager 
to keep the ZZAP! end up, and so when presented with 
the file of Challenge entries he was happy to tip them 
on the floor and sit amongst them for a while. When I 
told him that he was supposed to be choosing an 
entrant, Paul grinned his simpleton’s grin and handed 
me the form he had been chewing for the past half- 
hour, A resident of the Northern metropolis of Redcar, 
15-year-old Wayne s Mooch T Moore was the one cho- 
sen to thrash the hide off the retarded squirt, so I 
despatched one of my more sentient minions to call 
his home, and inform him that the challenge would be 
a test of skill on the Fa sou! as game of rolling balls, 
Quedex. 


The day of the Challenge vomited 
up the Challenger and his travel- 
ling companion. Graham Gaffer’ 
McCafferty - pot where were the 
ZZAP! chumps? It transpired that, 
to try to put Wayne further ill at 
ease, they had vacated! the 
Towers, leaving the boys in the 
hands of the social deviants work- 
ing In the office of The Games 
Machine, 


When the ZZAP! louts finally 
turned up after their mid-day 
butty- binge, they were surprised 
to find Wayne and Graham 
unfazed by their uncouth manners, 
Their corpulent leader suggested 
the implementation of "Plan but 

seeing as none of them had had 
the foresight to think up such a 
plan, I demanded that the pro- 
ceedings begin. 


Even the devious help of an extra arm cannot save the stringy pillock 
from defeat In tie first round 


To assist In his victory, my noble Challenger, Wayne Moore, is given a 
chemical inj action, a siFly umbrella hat and some hf- intensity X-ray 
apex. 





With all the grace of an Arcturan 
Juice Shark, Wayne drew out his 
tool for the job - a tried and tested 
Konbs Speed king joystick, Mean- 
while the ZZAPJ apes carried their 
champion to his seat in front of the 
monitor and thrust a Powerplay 
Cruiser 'stick into his puny fist. 

Paul begs fora practice session, 
a request I magnanimously grant. 
Wayne has already been practis- 
ing and innocently remarks that 
during his practice sessions he 
has been averaging a score of 
around 950 points. The sound or 
the four ZZAPf faces falling is one 
i sh all never forget - Pau I r s highest 
score to date is only 5271 

Keen to get the slaughter going, 

I deliver my rulings for this chal- 
lenge to the competitors, The 
competition is to be the beat of 
feve h five-minute rounds. In those 
live minutes, the players can start 
as many games as they like, and 
all scores will be totalled at the end 
of the round. After demonstrating 
the workings of a digital stop- 
watch to the mentally-bankrupt 
Hamza woman, we are ready to 
begin. 

The clock starts and my chal- 
lenger immediately begins his 
game in the maze of disappearing 
floors on Plane 8, Glancey moans 
that before the competition had 


A My Challenger soaks inspiration from the meagre -brained Hamza creature, whilst Houghton tries to psych him 

out with a cross-eyed glare 


[ his monitor hoping to drown his 

opponent’s demoralising utter- 
! ances. 

But the effects of the chatter are 
quickly exhibited, Bumping out of 
control, Paul loses vital seconds 
on the first plane and in his panic, 
forgets the opportunity to cheat 
and he completes the bonus stage 
and collects his points. Thinking in 
consecutive numbers, his next 
port of call is the key-collecting 
maze of Plane 2, The moronic 
ZZAP! microstar seems to know 
this plane well, and swiftly locales 
the goa.l t finishing with 49 time 
units. After again completing the 
bonus level, Paul moves onto level 
3 which he finishes with only 8 time 
units to spare. Panic at once sets 
In, and seeing that he needs more 
time he quickly jumps to Plane 7 
where bonus lime is easy to col- 
lect. I find myself smirking as the 
scrawny pillock steers his ball into 
a goal square, thus prematurely 
ending the level. 

So disgusted is he with his fail- 
ure that he ends the game with 
only 261 points, and quickly 

, begins another. Seeking fast 

verage 1 846 points to game two P° irits and ^*9 unable to think in 

mathematical terms higher than 
on his Quectejt high scores. seven, he selects Plane 1. then 2. 

noticeably withers every time t hen 3. In the middle of Plane 3 the 

Challenger says the words, 1 clock is stopped and the score 

*ed this twice at the week- taken - 189 points, which added 

r and turns up the volume on to the 261 of the first game makes 

GLarve&y is ptotol-lnj&ctod with a sen won ha nclng drug, to Increase the 
pain of what to to come 
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left, right and centre. With only 24 
Li hits to his credit, PauE enters 
Plane 5, the puzzle plane, but f inds 
completion in such a short time 
impossible, and to the groans of 
his entourage, Paul's sphere 
explodes. 

His five minutes are not yet up, 
though, and Gfancey quickly 
restarts the game and goes 
straight for the high-scoring level 
7. After picking up 103 points 
worth of time, he completes the 
Plane and enters the bonus round, 
finishing just as Kah, that crude 
Austro-Egyptian hybrid .calls time. 
Maff takes his socks off and adds 
up Paul's total score on his toes— 
397 from his first game and 123 
from the second -520 points. 

In the meantime, Wayne, too, 
has been having problems. Obvi- 
ously applying nis chatty tactics 
end playing the game has been too 
demanding, for after scoring 583 
points and completing five planes, 
he runs Into a skull on level 8 end 
terminates his first game. A sec- 
ond game Is quickly started and in 
the remaining time. Wayne man- 
ages to knock up a highly respect- 
able 369 points - that makes a 
totally invincible combined score 
of 9541 HAH AH AH Af Excellent! I 


proudly display their trophies, the obnoxious pratt Is hacked to d*slh in the background 


a staggeringly flaccid score of 440 
points. 

Despite the hindrance of some 
amazing bottle-bottomed glasses, 
cool-headed Wayne begins the 
second round on his favourite 
Plane 8 and completes it with 
ease, netting 82 points straight 
away. Plane 1 is next to fall, foJ- 
lowed by p lanes 4 and 3 which he 
sails through. At the end of the five 
minutes his score has reached a 
mammoth 846 points, one which 
he describes as "ummm . , T aver- 
age '.The ZZAPf hangers-on seem 
to be getting the idea that this 
cocky challenger is more than a 
match for their home-groan com- 
petitor. and threatening rumbles 
issue forth from Gordo’s stomach 
while rumbling threats escape 
from his repulsively flabby jowls. 


Maff gives Paul a good shake to 
make sure he still works, and 
reports that he is more or less 
ready to start what could be the 
deciding bout. On confirmation of 
readiness from my challenger, I 
issue the order to begin. 

Wayne obviously realises the 
devastating effect his voice has on 
Glancey, and while Paul gets 
gosnq on Plane 1, he waxes lyrical 
on his maths teacher’s lack of 
humour and the umbrella hat 
bought for him by a slave girl from 
Peru. 

However, the mentally flaccid 
freak of the computer industry 
seems to have developed -some 
kind of resistance to such distrac- 
tions, and quickly runs through 
Planes 1 to 3, even completing the 
bonus levels as. he goes! Problems 


The. ritual dismembarmant begins (Remember kids, the ZZAPI 
team arefuNy-qualifiod murderers, and this sc ana should in no 
way ba enacted at home) 


his humiliation total 1 
arise in Plane 3 as Paul runs for the 
goal. My stentorian laughter cir- 
cuits kick into overdrive as I realise 
that the impish dolt has missed 
one amulet and must begin jump- 
ing over the electric seas to look 
for it. Eventually it is collected and 
he can leave the Plane, but care- 
less jumping has taken its toll and 
he finishes with only a few time 
units to spare. 

He quickly tries to boost his flag- 
ging time limit by entering Plane 7. 
Ag ai n , careless j u mping bri ngs the 
Plane to an end too soon, and he 
finishes with 57 time units. After 
regressing to his cheating 
methods in the bonus section, the 
chump plumps for the downhill 
race on PFane 4, which he bumps 
and bounces through, losing time 


knew 1 would winFII 

I congratulate Wayne on his 
utter trouncing of the feeble fool 
and hand over a voucher which 
entitles him to £30 of software, and 
bid him and Graham farewell. 

Meanwhile, back in the ZZAP! 
office, Paul’s enraged compatriots 
exact their vengeance on the eter- 
nal loser. After watching the dis- 
memberment party for a while, I 
retire to my torture cruiser in the 
stratosphere high above Ludlow, 
where I can uncork a titanium flask 
of Hydran k. 1 J 

brandy, a W* 

mixture of 1 j 

herbs, spices J 

and concent- 
rated nitric 
acid . . . 
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CINTRONICS LTD 
STRATEGY 

ADVENTURES & SIMULATIONS 

Commodore 64/128 discs 

Papular SSI litJes: 

BATTLE OF ANTI ETA M £ 1 9 95 

BATTLECRUISER £19,95 

BATTLEGRQUP £1995 

COMPUTER AMBUSH £22 95 

ETERNAL DAGGER £U^5 

GEMSTONE HEALER £J? 95 

KAMPFGRUPPE £19.95 

NAM j VIEi NAM i £|3 95 

PANZER GRENADIER £19^95 

PANZER STRIKE £22 95 

FHANTASIE III £H 95 

QUESTKONI1 £] 3 95. 

RTNGS OF ZlLFIN £13 95 

SHARD OF SPRING £li^95 

SONSOFUBERTY £2^95 

U.S-A,A,F. £19.95 

WAR GAME CONSTRUCTION £j 3 93 

WINGS OF WAR £12 95 

Other papular titles: 

BORROWED TIME £995 

E A RTH OR BIT STATION £ I L 95 

FLIGHT SIMULATOR II £26 95 

FOOTBALL MANAGER II £9 95 

PATTON VS ROMMEL £] 1 95 

WIZARDRY PROVING GROUNDS £29^95 

Mail order only. Alt programs arc on disc only. 
p least make cheques and postal orders payable to CINTRONICS LTD. 

All prices include postage and packing in UK. Overseas rates: 
Europe add £2 per item. Outside Europe add £6 per item | Air Mail), 

RICHARD HOUSE, J0-J2 MORTIMER ST, LONDON WIN 7RA 
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Operajion WdH 16.4$ 

Ovwlander 18.45 

Pel lb Baard&lay FgW I 1 3.25 
Photon Paint 59.95 

Platoon 18.46 

Powar drome 17.96 


SOFT W A R E 


WDRLDW1D6 SOFTWARE 
49 Stoney Slr**t 
NettiriphMm 
ItOf ILK 


cass dsK G64/12B Cass rfrsSr C84/12B Cass CtsK Ralijn lo AlhFitls 19 Us 

Wt^urni° fa0W6 J^h IS £iKSu™i, 1Ufl 7,25 11.20 Ratom io G«i«is lilt 

Aftartiurnef 9.75 11.20 halls PlMtJrttezsjma 19$6 Road Blasiet? 7 25 TH4 Ra non 

Wrtmrn^Pangar 11 JO 1«.» hawkeys 7.25 0.76 RoyofflovSJ rfi 1l5 sSffl ^ 

7.2S 9.00 Hotshot 7 25 5.75 Saiamandef $551120 Shadowgals 1&d5 

52515, ™ ] JS J^nWamora 7,^ 0,00 Samurai, Warrior 6.55 1120 Shoot Const Bel 18 45 

AquabldSt 1.25 11.20 InienBity 7.25 11 JO Sevaoa 7 25 12 99 Eaarp Harruw it 

Armayre 725 ?.75 INernatranaiSodoer 7,^5 11.20 Silent Service 7 25 1120 Starfiwit !09& 

n rt ^ S ■ q 1 1? ^ Shted A Thrcn^ gl Fifana 11,20 StaroHdw It 16 45 

Barbarjan Pay gnosis 7.5$ 11. » KarateAce 7.09 11 S9 Sotocer of Forluna 7,25 11.20 Techno Coo 14^35 

7?S5 9.7fi Katakls T oo 9.99 Sorcerer Lord 9 751350 The Krista' ji 'ac 

?H ”-M Kennedy Approach 7.2$ 11.20 SLUllh Mission ' 20 &? fSrtdfrSls ^45 

Bards atolll 1$.&5 KonarrAn^&jteclitri 7 25 1 3.5a Stratton 7 09 11.99 Time and Maaik 13 35 

Hall la Island 7 26 11.20 Lancelot 11.20 S1?eEt Sport Soccw 7 3$ 1 ‘ Turtio 

Battles of Civil War l! 16.® LaslNinjsS 9.75 11 20 Strike F|«i 1T.» Utl.StaGolf 14 36 

JmiSqo hiS?£Si fe i'r!o?^ .IS Summsr Olympiad 7.25 1 1 20 Uftfvwsal Mittary Btoitaator 1 Mfi 

S^.TIW* 7.'99 11. SH LtadSTboardCollacl. 11991499 SMperspprts 7.99 I I 99 Yeclorban i&aS 

Bubble Qhooal 725 1120 UveAmmo 7,2$ ll.ao T-Wrecks 7.99 11 . 0 B Vam^lator 

ButCharHill MagnilicantSewiri 7.2513.50 Targel Renegade $.55 9.75 Veteran 1120 

Oatnes Command 11.20 U.® Marauder 7 . 9911.99 TgcnnoCop 7 991199 Virus i 3 95 

Corruption H.ffi Micro Mud F1.20 f«*l Drive 7 9911® SoSh 13 26 

MindflgMw 1 1.2914.96 TImesflILore 7.£5 9.75 Wesl Europe Soenary DU 14.96 

Tracksuil Manager 7» Whiriignj 13JS 

l*ini,iiftJ***************************************** 

★ WUHLDWIDE WORLDWIDE * 

★ STAR FA$TOEU^KVONALSTOCKITEMS0yi3Teu^.^L!d^5ffiaiLlMH5E4SSEflyiCEBTWflMMyra(bDWlDE JVJlR I 

X ri I ye CBE&lT CAPO ORDERS ACCEPT* D Bf PRONE OR MAIL CREDIT CARD ORDER TELEPHONE L WES X!, 1 !" W 

W du North. Scotland. N bsland, Overssas 0596 57MM (24 Hounl, South. Mdlands. Wain. 0&D2 450779 124 Hours-. * 


C03B dJtsk 
793 11.99 
9 7$ 11.20 
1140 14.95 
7 25 S.D0 

H.D0 
7.25 11.2$ 
755 9.75 
7 99 11.90 
7 2$ ll.Kl 
7.25 9.75 
7 99 1 1.99 

16.95 
725 11.20 

16 95 
7 09 9-75 
7.99 11.® 
T 25 11 20 
7 .® 1 1 ® 
11 20 14,95 

14.95 


C64/12B cass rAsfr 

Gwiehip 1 1 20 14 .96 

Halls gfMerrtoEjma ItJflS 

Wawksye 7.25 9.7$ 

hfalShOt 7,25 9.75 

IkanWamora 7.2$ 9 00 

Intensity 7.25 11.20 

inlernaitonai Soccer 7,£5 11. 2D 

Jet 28,95. 

Karate Ace 7® 11.99 

Katakis 7.99 9.99 

Kennedy Approach 7.25 11,20 

KoianAudeGoteclifin 7 25 13 50 

Umceldt 11 20 

LBBtf**2 9.75 11.20 

L'Bdard Fam Couse 2 4 99 £ 99 

Lt&ddrtoand Collael M 99 14 99 


LiveAmmo 
Magnificent Seven 
Marauder 
Micro Mud 
Mindfightar 


7.25 11.20 
7.25 13.50 
7.99 11.99 
M.20 
11.29 14.96 


C&V126 
fl-Typa 
Rudd Blaster 
Roy Of flbvers 
Salamander 
Samurai Warngr 
Savage 
Silent Service 
StiikI & Thnytti ol TKtcma 
Sotor& of Forluna 
Sorearar Lord 
SloaHh M-ssinn 
Sbfltton 

Sbeat Sport Soccer 
Slnke Fleel 
Summer Olympiad 
Superaport$ 

T- Wrecks 

Tar gal Rdnagade 

Tedhno Cop 

TeslDriMe 

TlmesoiLwe 

Tradfcguil Manager 


Cass dts* 
7 2 5 11.29 
7 25 11.® 
7.99 11.® 
$5$ It 20 
5,55 II ?0 
7.25 12 99 
7 25 11. 2D 
11.20 
7 75 T 1 .20 
9 75 13 50 
2B&5 
799 11.99 
7 ® I I 99 
11 .® 
7.25 11 20 
7.90 I I 99 
7 99 11.® 
$.55 9.75 
7® ! 1 99 
7.99 1 1.® 
7.25 9 75 
7» 


Commodore Aml^ Software 

tally Bun 13.25 

lalum lo Altantls 19.9$ 

lelum lo Genesis 1325 

ICCfcdt Flanger 21.95 

tontmtf 13,25 

ihattowgale 18.45 

phoert Const Sel 18 4S 

ip gee Harder 16.4$ 

Harftoet 10.95 

Hsnglidar If 16.45 

echno Cop 14,35 

he KrigJal 21 .95 

hundarcats 1 6.45 

1 me and Migik 1 3,25 

LTbo 13.25 

Nbmatfl Golf 1 4 .35 


WORLDWIDE 

STAR 

BUYS 


CREGIT CAPO ORDERS ACCEPTED BY PHONE DR MAIL CREDIT CARD ORDER TREPHW4E L ‘NES 
North. Stdiland. N Irebnd, Overssas 0E% 57DW (24 Honrsl SouH Mdlands. Wales. 06(1? 490779 \2A Hours;- 


C&4/1S8 

CruSAduin Europe 
Dj(e> TtcnipsQo Oympie 
□ark Fuaron 
DeLux Scrabble 
Echelon 

E-jdfi! Ed mphtOs S uper Ski 


r;ass tftsk 
1 1.20 14.95- 
7 25 9.75 
7® 11.® 

a® 1? 99 

7 EM 9® 
7 25 11.20 


EmlyrtHughesIrttSoc 7 3$ 1 1 20 
Empire StnkasBj^k 7.25 11.20 
Espionage 7 25 11.20 

Ekptoding Fist + 7 2$ 9 75 

F 1 5 Strike Ebgto 7.25 11.20 

Fish 14.95 

Football Director 5 5$ 
Fooiball Manager II 7 25 11.20 
d x 4 Off Bead Racing 7 09 IT® 
G. I. Hero 7 ft 9 7$ 

Gamer StflS Match 0.75 13 50 
Games Winter Edition 7 M 1 1 99 
G. Lineker Hplgtsgl 7 99 USD 
vim Lineker S jpersk ills 7.® 1 1 mi 
Gotol Silver Bronze 1 1.99 14.45 
Guild al Thieves 1495 


C64/f23 OH dial: CS W2B eas-s UYs* 

MlnrOfllcell 1?.7$ I4.g$ lOGrealGamesIf 7 99 1 1 99 

Motor Massacre 7® 11.® 19 Boot Camp 7 2$ II 2D 

Navcam 6 7 25 9.75 1$43 Battle or Mtoday 7.99 1 1 99 

Nelherwortd 7® fl,® 4th & Inches 7 991199 

Nighl RRfdv 7® 11® 6 Pack Vd III 7.25 1L20 

Oops! 7.2$ 1 f .20 Twrorpodt 7.25 1 120 

OUMrationWolf 7 3$ If 20 The EKwnal O'Mger 14 96 

Outrun 7® 9.® The Pawn 1496 

Overlandar 7.25 300 The Train 7.® It® 

Palton vs Pommoi 1 1 99 Tima aid Maoldt 1 1 20 1 1 .20 

Ftler BeaidSley FtraSball 7.25 11 ?0 Typhoon 7 25 It 20 

Pirates 11. 2D 14.95 iHuna I Of llldr IV 14 9$ 

PlalOOn 7.2$ 11 2D UllirnaV 1996 

PnMidenli&Mis^ng 9.7& UHimateGoll 7.® II ft 

Pto|i5cl Stealth Fimief 11,20 14.95 UpPedHMC* 14 95 

Psycho Riga UXB 7.® 11.® Vindicator 7 25 11 20 

Ransack 7.25 9.25 Wasteland 1$ft 

fled Storm Rising 11,20 14.95 Are ihfi Champions 7.25 13.50 

Wast Europe Sc?enevy 34 96 
Whifegig 7 2$ 1 1 2D 


Joysticks 

Cheetah T 2$ plus 6.95 

Cheetah Mach 1 Plus 12 95 

Comp Pro 5000 12.9$ 

Comp Pro 5000 Clesr 1 3.95 

Comp F^o SOOO Edrs 1 4 .55 

Speedklog 10.&9 

Speedkirtg with Autbfine 11.99 

Flam Delta 7.99 

CrtuSdr 7 ft 

fiwiptwrata 

4-umuihOB4 tape heart IJJloriM S.99 

5 25’ CkS* bos Ihdds 100 disk-i; 

CS4 dust cevtf 4.D& 

CB4 disk tHwe cover 4. 50 

Reset swlleh 

C2N DABSOOttP umi 2B.95 

Blank DAks 

O.S'DS/DDIpbrlenl 9.® 

5.28" double sided [par lanj 4.9ffl 


Ptoese mah e cheques er postal orders payable lo WORLDWIDE SOFTWARE. Ail prices Include postage 4 packing in UHL 
O nfun please add (1.$0 per ceii/dtak lor AIR MAIL delivery, Credit C*rd orders eccepled by phone or m*ll 
CalatbielB. JdBB6| 57004 (24 houral Nottingham: (0602) 480779 [24 houra^ 



f2Q lUSGoid:- 

646.05Q Philhp Davies Pencawl Wi« (jhpjn 
5M.490 Oftrbel Briggs, TOrtansvitie. S 
Australia 

467 G50 Lamisen Davies, JTentoed M i j.i-m 

ALIEN SYNDROME (Acvf 

223 GIOuErn'nms Si t ath c| . i i.nri,., t IS 
1:34 30Q Mika Thomas, Caerphilly Mid Qfcam 
1 I 1 1 OG Matthew 1 1 Jp’r ii i frt>ii.:y Castle . Wurts 

ARHANOtD M - REVENGE OF BOH 
(ImAtjlrue) 

2SA.78Q Rpnerl PasGQt. I huit. Cgrruvi.ii! 

247 550 9r«1 Crossley , Leeds, W Ytirhg 
I "4 1 fO J Crippa , Peterborough, Cambs 

BARBARIAN (Palace SuHwjit‘| 

452.200 Martin Kt*l&ey, Bore. Shehield 
NorUhftU. Middk 

296 .600 Mark Wocnhson . FeJlKriiti Mind* 

BATTLE VALLEY (Rtth-Jt} 

1 ,906 700 Marc Sparkle L r* .1'; VV Vinks 

1 .946.000 Darren Brookes, Long Earn: Kcm-i 
1 .931 .350 B* li irtl Lsadbeflc*. Witham, Esse* 

BEAT IT (Mastertromc) 

913.51 0 Dean James. W Bromw cn W Mips 
792.665 Alan Smith PnckhAm, LcmcXin 
778.535 Stuart Scattergood Dertsidr- C-lwyd 

SIGN I t COMMANDO (Od) 

t .091. 790 Pah Evisnr, Bpstton, [>Mrrjy:- 
20? 400 Daniel Hambury, Bsc-cIrs Suflolk 
■H'M 0M Way fit' f tiwMjr BasiJdQn. Eese* 

BUBBLE BOBBLE 1 Firebird) 

H.&92 430 flidhflrd POmbridgaD, Wirral 
Merseyside 

7.050,670 Anthony Molaranqi Hunenm 
CsvSshiru 

r.oon, HID Leigh Bad Illy, Leeds W Yorks 

BUGGY BOY (EHlflj 

I49,b40 Robert PaBcde, Truro, Comwa 
1 2 4 ,fi9Q Jonathan Dood Parkliinds 
Northampton 

1i2.6M James Hams New Gross. LuniKjc 

COMBAT SCHOOL (Ocean) 

325,900 Mark (The Carc-usi Swindon, Wills 
306,OSBPaij Entcm. OreenmourH, Lancs 
SCn,02ll Nn:h Frere. Doncaster. S Yorks 

COSMIC CAUSEWAY iGremlm Giapmcsl 

&07,4§0 Gavuri F lower, VYembee. Aoslrolin 
601 ,249 Matthew Hcildsvrjiy Ctn ion 

Surrey 

-Ml, 6 Cl Ian K.l v . Lnliuld M»ddk 

C YBERNQI D (Hew son) 

I 24.(100 Bdbak Fakhamjadeh. DeiM. Holland 
9 7. 365 Andreas PafiocidufeS. Ainens Greece 
63 975 Jason OoodchiNI, Tall^^ifllF, Lines 

DRILLER (Incentive) 

3,49H460 Ged KeavCrsr-y. HuiJM.J.jrt| eld. W 
Yorks 

3.225,070 Kudly Br*. York, N Yrxhs, 
2,063,760 D;WnSl Fibber Chwlorlield, Dertiys 

GAUNTLET II LUS Gold) 

T hoi 

12, .'St, 463 Ged Unavefiey, Muddorsheld VV 
Yorks 

10.100,476 Martin Lear, Huoner&held, W 
Yorks 

7 ,51 1 439 Adam ftuekwyotf. HjUeKnveP. W 
M'ds 


fhyra 

32.360 1 13 FJ.'nr. C< OSStbweils^. Slu^porr 
Cheshire 

1 l .296.31 6 GOO Kdartrwy . Huddertfiekf , W 
Yorks 

4 20? 401 Martin Lear Huddtrrdifhil lArYi.ikfi 

(AVrSlor 

9, flt 7 642 Ged Keiiveney Huddtirslitfa yy 
Yorks 

i .062.5 1 7 V udm Ltdir Huddersl.eid , W Yorks 
.1 fit] I M6&m,ill Pau ;.:OP Newcastle Upcn 
Tyne 

GREAT DIANA SISTERS (Go/Fambow Artsl 

>’4 . 7 li4 M,i 1 1 hew Ph yper^ , Suheiynlil De j Uv 
59. 1 75 Andrew Slepherraqn vy.iket elrS, Vf 
Ynika 

60 . t 7S Qr.aeme A^ne* Kilti.irchari Hentrr wl- 

GRYZOR (Qcuan) 

2,rit]: j 2['ld niCh.Hid L NflM. LsCd* W ^urk'y 
B92.7D0 David Pococh SCriyflrm Surrey 
R2&.300 Darun Burn*, flamlord. Esse* 

GUNSHIP (MtefCprOMl 

32? G 70 Raul Kdster, Ope. Germany 
3 1 5 , 1 Gkirln Archer . Ms Evcyn. Autilrakfl 
305.3M Paul GriHilhi, l.larvlurMri N W.liiis 

HAWKEYEFTh^iemus) 

2.09R tK'YLl Zap Treetly BrinFiarn. Devon* 
1.050.603 Kama A Wares Park, Surrey 
fi7? 100 Lou Darker Nerthwc.h CheEhif^ 

HUNTER'S MOON IThalamusi) 

C1fl. <50 Lee Lauen^on LmTiiucv F^hel and 
47?,1 50 ZSuiui Bt j rri5i5n, Sultdn-m-Ashlield 
Matth 

MaW 1 -w Uplon Elmi+?y 

Wdrti 

IKARI WARRIORS [Elite) 

301 ,700 Neil Ht-ad, Stourbridge, W M>ds 
:S5S.l 00 Nick T risru. DOncasler S YurkE 

336,900 Dame Ody h.sii'iw Vnhh 

IMPOSSIBLE MISSION U |US Gold) 

1 0-1 .006 L eif Smil h °idii1tiampttf*i. HampShiro 
1 02.600 Phklip d* ."dV'Stt Wtwtrihsved Cuitn'ir a 
92.0CK3 Daren Burke. RamlorrJ, Esse* 

INTER N A flONlAL KARATE • (System 3) 

464 , 1 00 Daniel Carroll . New Malden . Surrey 
4 73,100 furry F.ltji.dr.m. Ud 1 ’idllk' .London 

441,000 SLaphgn Cargill. Upmtnstflr. 

IO (Rain bird! 

1 .700.1 70 Jriflfny Dmaldvi AddanJo, S 
Austral ta 

461.650 Mark Campling Norwich Norfolk 
303, 140 Sir HanS. Ackmaar H' jlland 

MEGA APOCALYPSE (Marttch) 

?1 1 .7itl Rater Clarke, Hartlepool, C eve I and 
1 37.760 Liflrn Dysrftnl Harnnglon Srjuaic 
landon NWf 

107.940 Mark Brew '■'Jokinghpm, Bivks 

MORPHEUS IRiiinbirri) 

1 ,3.21 ,405 Ric-hard Pemtsp£Jff* i Wirr.i . 
Mersayside 

1 .265.7 74 Zaii Tr»»eby. 0r *ham, Devon 
i jkrto ujii lan ft* own Wtimwa Bov Australia 

NEBULD5 (Hawsonf 

201.740 M, nl new Mprlsrt y, H urst Greer E 


OUT RUN (L Gold] 

92 , 1 20 BOG W ark Crr)S3thw aifr? SlOCkpCm . 
Cheshire 

6? .770 606 Julian. Haru Harriplnn Midnn 
03,246 b9(J A 1 riffir Letu-. HudierSltsId, VV 
YorkS 

PAG -LAND (Guicksilval 

Sin 990 WhSt Brumwcri We&! Mdi, 

304 9S3 John Dqmelly Spgitjampt&n. 
Hanpehir o 

2 !Ul 4 1 (J A an Chung i^iock . Devon 

PLATOON (Ocean) 

1.167 100 t*nm Oysrar l HamnglorrSqftiarie. 

L und&n N'.Y 1 

1 .00-1 6GC Michae Ayitien, Easter Davon 
9^10.000 Alan Smith Per.kharr Lr.mlyr- 

PROHIBITION ■; I 1 1 iY ■. :■ g r j < r r : u aj 

530.260 Rdberl Pbedoe Trurc. Cnrhw,i 
S7fi i-'FiO :4v.iirt Wannop, Accrmgion | am 
S22. 166 Set-i;ifl!i.v’i Slcplian, Vudona, 
ALffilralia 

PROJECT STEALTH FIGHTER 
rMicropro&ei 

ii4.500 -.IK Hu gget, Huddersfield W York’. 
22.790 Jfjhalhan Periea Waodtnrd G'«en 
Essen 

I 1 70 Robed Fullerton Hawkslyaw. i ,nn6S 

UUtDEk rthaLtmus) 

1 010 Craig Archer Vidui iyc, Australia 
999 Slevrt Prall . Leighton Bu^fard. Beds 
9J9Madm Huisenl NumafrodDrll, hn(4and 

RE' BOUNDER (Gremlin Graphical 

II ?60. 07j Cra g Kmghl Kayworth Nolls 
470 604 Mere Htrfoi- Se by N v 'grks 

2.047, S32 Robert Witson Oldham Lincti 

HOAD BLASTERS (US Gold) 

1,1 14,090 Mars Taylor, (ifirry d Gian-- 
1 .064,680 Neil White Cragtirviy, EtkntJurgh 

1, 020,900 Damitjl Lockpy. B-snop ^jcklfl 1 -.:! 
Co Durham 

ROAD RUNNER (US Gold) 

3,009,450 RAAlesSiO Fiijlld' dani HufJand 
1 ,02?, 1 00 Jason Faulkr^r Coites. i "uf',‘, Lr."c:- 
r 66.b00 Gionn Black. Gainsbamugh i mes 

ROLLING THUNDER (US Gold) 

7-10.4 1 D 'can Pritcha/o. Piiv.^;. Vi'.i .-^ 

7 TO 520 Kelvin Clegg Hayle, Carr wall 
4 640 T mmas OlJdSSOf . Ockero Sweden 

SALAMANDER (Imagine) 

232 1&5 Paul Fvison Buktcr □■erc-ys 
232 LW5 5le«en LduncJs-, EftslwOdiJ Nutts 
190.610 Slecr-en Packu? , Chelrrislt .i i>', E ssok 

SAMURAI WARRIOR iFirrb.rdi 

1 ,B27 Wayne Fewiar Basildon, E ssc « 

73? \c Htud Slourhndge VJ Wins 
bl ? Lawscsn Daviu? . Pencoed M Giarn 

SKATE ROCK SIMULATOR (MasTartronk) 

J95.0&0 SlttirkMi Bambraugh Heaton, 
Newcastle Upon 1 you 

326.300 Bnan HamPley Prt?scnL Manseysidd 
?04 ?70 MsHin Lear, HuOdefsIield W Ycrks 

SLAMBALL (Amentana | 

15.943.250 Oea-i Betts, FrJc-j-iljiidqt. Kuril 
" 1 ,070.440 G Lti-hi e, BehtMCk upon 1 wu.K3 
NiiririumperSiind 

9.293,020 Ph ihp (r„„i*ri, Whilehavan 
Cunibria 


SLAP FIGHT | Imagine) 

a03A?5Vilva Harvey Punn Aunlr.ilia 
30(1 960 Shewn Sutton, Southamplon Hanls 
50B.OOTI V-aRhew Vivaash , Chmror Osron 

SPORT (Martertronic) 

(369 1 03 Neil While C • i uentinr , . Ed* - .buigr- 
955,460 Terry RpdFem, 0 w*ton . Dertjys 
04 7. B7f. Matthew Cundy T av slock Devon 

STAR PAWS | Schwa i e Praje-clsj 

64 7, 226 Matthew Smilh, Warrmglon 

Ch^-.hirrj 

b-a t.BB? K r^niats. NoRholl M .adn 

624 56-7 G Waodhouse, Bgrtnw •.'i-F.cness. 

Cumbria 

TARGET RENEGADE (Imegme) 

436.70(3 Bre: Craasiey, Leeds VV Yorks 
L J 6 703 Neil M. i-.j:.! «ng . White have n, Cumbria 
940 903 Darnel CarraH New M.ilr:i-n Surrey 

TETRtS (MirrunicrftJ 

7S.906 Stuart $CAtt«i goo»a . Cwaide Clwyd 
40.455 Joan Tiilotaan, HakFa*., W Ypfks 
PS.W0 Mieh,iul Ru -luku Luci>ngnauser W 
Germany 

THING BOUNCES BACK [Gremlin 

Graphics] 

3 763 92S Aian Wescombt' Svj hcHjn With 
2 .963 .532 Will am Cj lagnan I .pi un , W FvIicj" 

1 07 r 665 Ctfsuy GiiUbi. hfir, Swallowfield 

THUNCERCATS (Elile) 

?.64fl BOD Sleveh Aenander, Cuiiy Dec ney 
Ballymena 

2 5&G 9?2 Martin Leei HudCHirsr^ld, W Yorks 
1 AM 700 Matthew Sm 1h. Wamngton 

Chesbirfl 

TOY BtZARRE (Acbvlsian] 

545 J5G BjfOm Haien Rn.p.s Finland 
329i 650 Af’ H Khodun. T ohenham, London 
275, 72tl M : hae Sh v pt- PeinfLii ji . • . y 
Camba 

TftAZ (Cascade) 

1 76 4 70 John Glynn N-rtwcgslle Si nn ■. 
60.099 Stu^c Luu GuildTord Surrey 
23.660 Kudly But York NYurkt; 

URIDIUM i (Hewsori] 

576. H05 Tim Golduo. No Fmpd AbDde 
J7B.CI26 Nftvilhe Lewis, Rian Tiiltiot S Wales 
335.350 Wessel Jputwrl RallMl RSA 

ZENJI iFinetiirNI 

66,250 Mar f. Crrvssih waiirt . SltiCkpurt 
Cheshira 

40 ?2-' : Miki' Giiungts. Ponsmoulh, Hants 
33,1 60 Owirn (Borman Cas HffcbyhSy. CO 

Monaghan 

Z0LYK (Finsbird) 

60S 66 1 Edward Vu Ptf F. LCndc*” 

S24. 3 1 3 Rod Housley Trtaniesnie.vj. t -in i .!■ 
377 41 3 M Fkaser. Che.Jdle, Cheshire 

ZYBE.X |Zeppe5n) 

445 ISO Ged Keaver-ey. Hurlderstieid W 
Yorks 

396 950 Slev>- Lftt?.E.iun9fbrC3, Surrey 
397.950 Marios Stylianmen London. SWu? 

JfYNAPS (Howjon) 

390 050 Steve Lee. GuikJFffd Surrey 

772.000 Ne.i Burt cm Torquay Devon 
74 H 600 Tot ban Bimneri Fri?ema-,r|© 
Australia 




G0M M, lape deck. icrysucks. inc. 2 remole 
corUfo) JOySlk*B and trackball, over 100 prigi- 
nal garnet me. Predator, Protect Srealth 
Filter. World Game;;, and Hysteria, loads CH 
magg C23Q. Phone 0706 32*73 afta r 6pm 


Mega Bargain. Seg® Master Syslam plus 
Hang On, Outrun, Quartet. Ninja All at good 
aa new, worm Cl 65, wril Sake £80 Grto. If 
Wwwttd ncg 0760 21435 any time. 


Wanted: ZZAPI64 issues 1.2. 3, &, 7, g, to. 
It. W;H pay Cl .50 for each issue. Most be in 
accepiaWe condhiqn. Contad Roland on 
10522} $05963. Rmg tjuickly and Mt a game 
north CB.95. Hgnyr 


Commodore 64. detasefte. dusleqvef. toy*- 
tick, toads O* top games, simolalidns etc., all 
in mirtl condition, Worth loadsadeah, Sail for 
Cl 1000 telephone. 0t-883 2564 anynm*. 

CM, 1541 dlSkOiy®, dalaaellejoysthth, cany 
case, plus laiett software warih C250 £300 
tha lot, no offers. 01 -8004647 after 7pm. 


CM, 1541 disk dm*, C2N datacorder, (WPS 
BOl pnntet. printer paper, over 50 Hems of 
software (mostly games) and 30 &$k* , Rocket 
powered Expert cartridge mouse, books 
iiystlcks. WANT FAST S Sf, £4Q0 Ring Dan 


Top programmer lequHea Commodore 64 
computer lor development work. WM pay £70 
dot yoyr P + P Costs. Ring (0524} 33553 any 
lime and ask for Jim. Disk drive also warned 


Jack Chart! on » Match Fishing' game Oil 
Cassette or disk for CBM 64 machine. Contact 
A Jones. 55 Codsas Rd, TafteohaH Wol- 
verhampton WV6 9QC 


CBMM C?N , l wo joysticks ever £250 worth 
of games. 1 5 months old Many mags includ- 
ing organ and mualq book- All in axceUdftl Con- 
drtiontsro Orio. Phc™ (D 1 ) 550 8698. 


Commodore *4. rtataaette, joystick, books, 
rr ny^unrwjs and Over £300 worth ql games me . 
Mini OMc* H, Elite etc. Only E270 arm. Teh 
0636 73961. Aak tor Kevin 


CM 1541 disk drive, C2H datacasserta, 
mouse, cheo&O, Music Keyboard Overlay. £ 
joysbekt £ mag.-mnes. £600 worth Of nrigmal 
oamfiS arid Utilities. For quit* sale -dwjrytTiing 
E200 pnp. Phone Sieve on 01 -683 &S33 after 
Bpm, 


WANTED Betel Electronic* Digital Sound 
Sampler anrj/or Midi Jnlerface Tor C64 Must 
bs m pood Condrimn . Good price (around £50 
for both) paid. Phone Jem on fQ702) 504560 
between 4pm and Opm. 


CM, CZNdaLaselle, two lOyStioka.. 32 anginal 
games with falrty recant titles, new sJimllne 
Case fitted Proft Only £130 Phone Bog no 
Regis 297216 after S-Mpm and ask ta 
Graham. 


CM, Load-il deck, tet-on Replay MK4 Flq 
Ohara mviled Plus 100'e of games inch- Pla- 
toon. SEUCK, Target Henagede. Bubble Sob- 
hie. Corhbat School, Blasters etc Sand SAE 
to 4 Backhill GrOftri, Leads 7, MeanwCtod L57 
2RU. 


CGM64C . twD tape decks{on«-a Load ft}. £350 
worth of games including WHball, Bubble 


££API64 issues 1 Ml perl etc! ccndltlori Com- 
pete with free gifts onty E2D doo Inc. P+P, 
Abo over 25 golden hq| die- games (tapes,) ft* 
sale including Sentinel Winter Games. 
Li.; .Mftattoard, Hypersporta and many mors 
Phone Philip (091 J 4 1 75869 for details. 


MPS8Q3 printer plus WXUVeo sheeia of printer 
pepor to gb with it! Jutf £45N fterteet Cdndi- 
tion. hardly used. Must go as scon as possible 
Phone [Banbury 0932} 7B2M3 after 6pm 
fHoaso ask Tor Simon. 


Bobbie. Sanxion, two joysticks worth £550 
Sell tar £300 one. Phone: Widries 051 424 
6516 after $pm Aak for Miqhwl. HufryFIfl 


For Mk CM. 1 54 1 disk drive. C2N tape rw- 
□nJer, modsm, joystick, books, magazines, 
arid £600+ of software. Sail lor £3*. Phone- 
0306 733253 after 7pm. 


CBM1541 disk drive, Fmaje Machine and 
UT-ldrak. C2N, ioads of books and magazines, 
Over E 1 500 worth d snft ware piua demos on 
disk and tape, latest titles, C64 powerpeck, 
C64 computer OCHI included, Cleaning kil.. 
Ektatent ccntfetion, bargain ESSOl TeJ 0273 
776695, 


Two months aid Commodore 64 delsselle 
£16. CRM 54 original cassette games. Alert 
Syndrome, Wubflll. Oraconia, Sfinwyk Mine, 
^steve Davis Snooker Ball. BWaeta, Decathlon 
flysr Fox CIS or the tal £25. Phone Andrew 
060^ 586426. 


CBM MC. 154 1C. C2N. 1*2 colour monitor, 
OW £200 anginal software on disk, me Pla- 
toon. Morpheus. SEUCK, Gunrfiip, Buggy 
soy. California GHmes etc,, 40 blank rtegks 
Only £ months 0*d. £675. Phone Grant (09323) 
40022, 


CM, 1541C disc drive, C2N, 2 XJyslICkS, 20 
tape gam®, 10 CftSC games inc. SEUCK. 
Buggy Boy. IK + . £300 OHO. Tel: 0669 71221 . 


CM, 1541 disk drive, 
order, software inc 
utilities, program rm.nr 


joyeticks, caSMtlle reb- 
vdm$ disk and Irtpe 
. _ „ aids pars wok over 1 Q0 

sa all packed IrilO 40 disks. Fqr quick sale 
arid. Phone: 8391 T 7 } 483 (after 4pm). 


C*4 games for sale good condition. Fighi 
FhfiM. I Ball a. Drafteyaf, PSI-6etC, 1 3 WIbs £5 

and Cl tor Budget. A»0 tape recovcft* (C2f*l 


Murt Mil 200 OSjCO bfank disks as Vm 
rw Amiga 1(1 tor£5jcoBtmgC7) RlnqO-1 
te35. Ask ft* David 


C8M M. 1541 drak drive , two data recorders. 
kMdsa garner V* cassette end disk inc, Com- 
be! School, impossible Mission 2 and runny 
more, 2 joysticks, emiraZZAPi ccAoctlon. Bar- 
tjtun at £396 oww. Tefc 0372 62468 aflfr 5.30 
weekdays. 


CBMM. 154 1C diek drive, MPSflOi primer, 
1520 pfoflef, Expert, Action Replay (latest: , 
Simons Basic cartr,. joysiiok, 100+ maos, 
manuals, loadsa g imes, worth £1000+. Bar- 
gain £400 Grid Boxed. Tel: 041 634 1 1SO after 
7prh iGlasgpw), 


Oenun^Dr* 64 tiaroajnl CBM 64 . C2N. htoos 
™uoa, Simons Basie, 2 loysticks, mags end 
£300 worth of games like Calrftxnia Games, 
TV Special plus tons mere. All worth E&J&. sell 
lor ESW Please contact (Feh) 710C4&. 


CBM M G2N, 3 gped joysiws. ail ZZAPS k 
ReseL £450 til original software Including Last 
Nmja I and l|. PfatOOn. We are the ChamplCrtS, 
Impossible Mission M. Target Ftenegade, Psc 
Land. OEirbanan II. SEUCK £150. Tol: 01 997 


Commodore M. C2N data recorder (includ- j 
mg over £500 worth of oam-Mj, oompteta with | 
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QlACkShOl |! jOyStiCK. dlrt-tOOvef, magazines 
and service man uni. Worth over E7&0. will sett 
for Qffl. fling Wayne on f023e) 61 4320 after 
3pm 


3 fitted, Expert tarindge, Musis: Maker, 
Bread ona Basic. £366 OHO. Phone: 0670 
819325. 


and disks will be answered 

6* Oftk UMTS4! Matthew Sears. 1 54 Comer 
Road. Worcester. WfiZ 5J&, Would like to 
Swop games on disk with people all Over EVi- 
tain. I will reply to all attars Also!! Latest tape 
games wanted. 


C-84 rtatesetle 8hd 92 Original Jamas includ- 
ing Platoon, Morpheus, 3EUCK, World 
Games, Sopor Cycle, W.C. Laaderboard. The 
Sentinel. UhdiuWi. Parana*. Spindizzy. Worth 
aver EIQOCk, will sell for£?9£, Phone Justin on 
0239 8T4565 after 4.00pm 


Computer Desk £40,00. OW arid nttw soft- 
ware E200.QG, Voice Master for 64 EJ0.O0 Mid 
Sound System WW Sell the lot Fdt Cl 35.00 - 
sava £1 SO. 00. For more dril&ils send SAE to 
M Allen, 33 Pond Road, Stratford, London 
El 5 


CM games for sale, old and new, arcade, 
compilations and adventures on cassette and 
$9C. Write for list 10 Hazel M\\W. 17 Sherman 
Fid, Manor Park, London E l 2 6QT. All quarter 
to a third dl Original pnce. 


com 64/1 2 B ooflbot* wanted, disk only 

Call Nick Alderman at 1 00 Tinwell Road. Stam- 
ford, Lines FES 3GB or Cal: 6780 64280 after 
6pm. All Hitters will be answered 


CBM 84. C2N, over 60 games me. Platoon, 
SEUCK, Hawkey®, Predator and 2 tape boxci; 
tor only E)T7&, Phone Darnert [Q404J 711703 
between Sum and 9twn, 


Dnk and Tap* uun. Adam end Brian, 54 
Premier Road, Palliatar Pam, MiddlesbrouSTi. 
Cleveland TSO 9QP would like to hear from 
anyone lo swap games, new or Old Weprom- 
isalorepty. Phone (06431 226536 Enfil^d 


Commodore 64 With Multimodem, joyaticka, 
Exceleratcr- disc drive. Freeze Machine, dala 
caseatia with 'Load-tr, speech synthesiser, 
masses Of MftwSriJ. names and some educa- 
tional Geo's wordprooessor. magazinw/ 
books, £260 one. Tel: Chesham <O434j70M56 
win separate 1 


Commodore 126, dataaatte, mouse, 30 cori 
umoTV nwddtetor, OutCkshot II joystick, man- 
uals, over £300 of software, 37 magazines, 
everything stilt boxed, all excellent condition 
Cost £?TO, a bargain at £300. Phone 6283 
34 700. 


AMIGA, to buy tfie latest stutf (very cheap) 
contact PIK 0049458. 2100 Hamburg 90, 
F.R.G. If possible then eend an amply *5*. SO 
we can send you our lacast list. We adso swap 
news! 


Package of CMC, 1541 disk drive, C2N. 
remarkable condition with a vsrtety &i soft 
ware (games, utility, art, etcl books, ai 5? 
ernte S Of Input' p us mouse. iovsEick, all vary 
reliable £350 qng, T*l:|0(rtft71> 3767 


IVOSoD'-f 

UPtM*TT 

MC 


ono.Td;i|0e06fif9n7 


PEN PALS 


Commodore 84 cassette games for Hie, ab 
original £5 each Write far ksl ta Denecii 
McCready, 43 Rathmpre hft$„ Ballymena, 
County Antrim Nariham Ireland BT4& 6NO 
Please send SAE for list. 


I wont to swap games, progr. etc. w I h any on o 
on Commodore 64 Wnle to: Frcde Stramma, 
R.BIak-Stad, GT.7., 0600 Sunn-OaiSOfa, Nor- 
way. 


CMC, 1 year old, vqc, two |-uyn ticks many 
games including ik + , Barbanan, Nemesis, 
LHEt Ninja Only £i20. Also wanted A5O0 
Amiga, w4l pay up to £250 Tele prone anytime 
Oh 01 397 8230. 


Commodore 64, 1541 disk drive, 803 printer. 
C2N cassette, joystick, 1 20 UriAs, T urt» Rom 


Ccmmodore 64 disc user, arcade puzzle a np 
adventure lan, also sweet on rabbits and Fred 
Astaire, interested in Swapping games and 


$0 blank tapes and Imposebte M-ssion 2. 
Firefly, Alien Syncfrome and Morpheus. Will 
Swap for recanl games May split. Also Sepi» 
games to swap. Phone 10793) 46794 to man a 
a deal 


hints Linde, KincesslRgh House. 
Co. Donegal. Ireland. 


G Gay I'm a C64 user and i want people hem 
"AH over the World'. Your age is nd important 
but you must have a disk rfrive. Write P.Q. 
Bo* 27? Manuka. Canberra A.C.T, 2063, 
Australia. 


Thooeandf Of Commodore computer Owners acmes the world reed Z2AP1 every month. The 
Reader Qaeaifteds era your iow-cost Opportunity 10 reach them with a smart ad, Whelher you want 
to buy. MU, swap or advise. And ftfe ipmpte - a oneerff cost to up to 35 words for £2,50, JuSi fl* 
In the form b6*owi 


(vaa Kovecevik, 3 Chinner Cres. Melba Act 
26i I Australia, wants to swap the latest 
games Isps pokes lor Che G84 from all over the 
world, 


CLASSIFIED HEADINGS 

ZZAPt Rwftd* CtaSsIfied Section is not open to tffcd* Or ccxtimerciar advertisers, but FwzmeS 
may usb il. The iWidinga are aelf-oxplanfltorY: WANTED, FOR SALE, SWAPLINE, Lt&ER 
GHOO PS, PEN PAU, FANZINES and EVENTS DIARY Jlor cUVuSSr group news, itw rtings or 
planned events]. However, b* careful about ZZAPI publishing dates with the last 1 


Desk Users! Robert Daniels, 3 Castle Fiaid 
Place, Mynachdy. Card ff, would like to Swap 
games, demo’s and utilities with you. For the 
CG4. Over 2000 lilfdS owned All tetters 
answered. Tel. 3222 621410. 


we are searchtnii new Contacts . Wnla 
Bupervia-ass, PO Box 12. ChMfcQS 
9S, Switzerland or call: 02 1 9Sl 56 21 


Dtep or Tape U»n Who would kke to swap 
lalesl demo's and games. Ihen write to P. Wil 
son, 11 Lingftald Approajctt, Mtxjrtown, Leeds 
LSI 7 7HL Flftaw trnolOM Disc rx Tape with 
ycur latest eottware, also enclose a list. 


HOW TO PLACE YOUR SMALL AD 

Cul out and send off the lorm, togtfhw wrth ydur payment trf £2.56 per entry fc 
pCifHfl* ordare preferably, made payabte to NEWSFiIlDLTT^. PTiotocop^fi of the 


FANZINES 


G64 LI ear wants to Swap latest tape games 
wtlh people all over the world especially Swit- 
zerland and USA. Send Net to Hawkeye, &9 
Fuifurd Gwe, Sth Owttey, Wai. Herts. WDT 
80 J. No lamem please. 


'Adventoe' fanzine for all MhiBoture 
enthusiasts, 26 comNete solutions per 
monthly issue. Issue 3 includes Hobbif. 
Hitchhikers phis many mote, Only £3.20 par 
Issue, Send cheques/PD'm to G. Kkkhem, 
25 Hope Bt. Afthton-u-Lime. OL&ftSN 


The man imum * s 35 words 

The service is not Open to t rade/i- or mer c ini advedisers 
Small ads will be prlnletf 4 1 fhfl lira! available issue 

The ettlor reaBrvBS tha nghlto relUMadi which do not oonfUfy wrth normal decent practice, 
or which could be Irflarpreted as encoungifig eoflwari Hrecy 


1 beg you Do write to ms i reen good swap 
pom now! Wnta to: Mik, Park Lare, 6 Newry 
Rd. Belleflks, Newry, Co Dawn BT3-5 7PE 
Cassette ter now, drsk elec at Christmas 
Phone 40693) S7B6S5. 


W Action - reviews, previews, competitions 
and leaturesorvlatesl 64 software. Only 60p i 
SAEtDr F 20pP+P) for Scotland* finest Com- 
modore tenbOB. Send la Keith HUH. 40 Samton 
Gate Avarvue. E*nbungrh 6H4 0BG, Scottaid. 


W (tfsk qwr>*r* wanted tc swap gamea, 
demo's etc. Send disks or list io Dave 
Ashman, B9 Marston Lane. Frame, Somerset 
EW1 1 4DG, Aft letters answered:. 


MISCELLANEOUS 


Andy. 9 Motherwell CIobb, Lembath Estate, 
Huh H U 5 6AY. I w*ild like fteOple to writs who 
would like lb swap the laiesi garner on the 
C64. 1 will answer all letters. 


Postal World el Sport you play the aporta 
you want io play, £50 for overall ChompJen, 
SAE for Onfalls 10 World af Sport, 3 Qfd Church 
Street, Aylwlone. L&cestftr LE2 8I4D. 


Tick CtenHted heading: [ 

pWBntod OFof Sail! DSwapltea □Pen Pale DUbbt Groups [IFiriElnsa I 
□ErtnrtaOifliy □MBc*iian*Art 1 

Method ol poymorrl j^Ghoque □Posliii Order ( 


Swap 847126 games and proga. all OVW the 
warid only. All lotlere answarod. Sand 
your lataet stuff with dis* or list la: Exprasa, 
Gunr.ar AafibO. Slattevn 13. N-2600 LH ftfiam- 

mar, Norway. 


’•Qroal Crazy' computer modersled soccer 
PHM. Many features include tactica. tramir^ 
chotoea, playar rfflmgs (each match and imih 
sty), Inlemationals, Cupa, monthly awSrcft, 
crowd trouble For details SSAE to - George 
Crazier, Hszelfiiount, Pant, Osweetry, Shmp- 
sNtb SY16 9QQ 


Write your adver|«ilfr«ni here, one word par box. and Include name, address and phone I 
number if you went them printed. \ 


Amiga owner will swap- Defender pt the 
Grown, Cipid runner, WcridTrkrGalf^dawin- 
(ter. Impact. Jos Blade, Krpkstan [f, lot a Com' 
modore 64 and cassette 'no aoltwara 
requeed). WVl ai50 add money ir necessary. 
TM: Angelo {OB23) 36571 


F6M Three great games rram 'Gametai 
G ernes': 'Rugby League Chart,’, "Soccer Siri 
and 'The Derby', FOrlttigittly luma only 7Ep. 
Far further details 9 «nd SSAE to 'Gametol 
Games'. Cae Ymryaoo, Caernarvon, 
Gwynedd, North Wales LL55 2LR. 


Bunch of C64 heaks want to swap new 
games and cooi demos with anyone any- 
where. Send (risks and/or hste to: Z.B. Devs. 
PsBtDor WaytElaan, 31 2100 Kslmthour Bal- 
Ijiurri. We will enswer a:i letters. 


Do you like footbal and have a strategic 
mind, yes, then why not sand a Sa£ to 
DPflMSL, 1 1 Clarendon Road, Thorrujhy. 
Cfe veland TS 1 ? BJCHor details Of a great new 
Flay By Mail Soccer League 


CS4 user wants Io swap latest atutt wtlh 
•nyoin* anywhere. Write to Dave Lewis, 166 
Roxboraugh Garttens, LoridWt SE* 1HS, 
Disk or tape (disk preferred!] . 


Hew can you Obec ribe a unique, Science Far. 
imv wamma In less than 35 words? + + + 
Protect Wanderer + + + For details write to 
Prelect Y/anderer, Biadco, la Lodge St, M«3- 
dteton, Manchester M24 SEA, <661-643- 
5338). 


C64 disk users!! Write or send disks to DCS, 
Ekenasv, 32. 16326 Karis, Finland' All letters 
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SPIT IN MY EYE! 



IF IT ISN’T THE POPE 
READING A COPY OF 

ZZAP!! 

Hold a chicken in the air, stick a deckchair up your nose, 
da da da da da pom pom pom pom popp-a-dom - hey! r , . 
Oops! Sorry, just getting a bit carried away, there - good 
music always does that to me. Now, where was I? Oh yeah, 
I was in the cupboard - locked in the cupboard to be precise 
- with strict instructions noi to come out without . . . wail 
for it . . . a DOM ARK SPITTING IMAGE COMP . 

Ha! Easy or what! They don’t call me the wonderful, 
amazingly inventive comps minion tor nothing you know (a 
tenner normally does the trick.) 

Right then! Get a load of this. How do you fancy winning 
your very own Spitting Image puppet? No ordinary latex 
dolly this, but one made to measure at Limehouse Studios 
to unique specifications. And not just a puppet of anyone, 
but a gorgeous pouting, rubbery, grinning Spitting image 
puppet of yourself. Shock! Horror! Gasp! And how much 
is it worth? 

£2000! 

f act is, Domark are just about to release the first Spitting 
Image computer game ever, All t his messing about with 
rubber-headed individuals has left its mark - Domark have 
gone ever so slightly . , . well, how shall I put it . . . mad. 
Y up * instead of just silling back and gloating (which is what 
I would I do) they’ve decided to spend loads an loadsamoney 
ort you instead. 

The three winners of a joint compo run in ZZAP!, 
CRASH, and THE GAMES MACHINE (along with some 
EMAP mags) are invited to visit Limehouse Studios on 
December 17th for a tour round the Spitting Image puppet 
making factory and studio. Wpooh! 

That's when each of the winners gets to read out a script 
imitatinga Spitting Image puppet of their choice. The best 
impressionist wins his or her ow n personalised puppet . Not 
that those nice people at Domark are the sou to leave the 
two runners-up out in the cold. Nope, they’ve got two 
Spitting Image goody bags hidden away in a Swiss safe- 
deposit box just for them. Not only that- there are further 
runners-up prizes of 20 spitting Intake books, 5 Spitting 
Image videos and 2 pairs of wacky Spitting Image slippers. 
Beal that! 

AH you have to do is come up with a brilliantly amusing, 
skk’splittingly hilarious sketch w r hich involves all of the 
Spitting Image puppets on this page. You can use any 
location or scenario you like - just remember you've got to 
use ALL OF THEM. If you can stop laughing long enough, 
stick your creation, which shouldn't he longer than 400 
words inside an envelope and send it to: 

SPIT IN MY EYE COMP 
ZZAP! TOWERS, LUDLOW 
SHROPSHIRE, SYS 1DB 

Get your entries in by November 15th (Whoopee! that's my 
birthday - Gordo) or you'll have about as much chance of 
winning as meeting a six-legged dancing hippo on a wet and 
windy Scottish night . . . Can I come out of the cupboard 
now? 
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THE GIANTS OF THE VIDEO 

GAMES INDUSTRY PRESENT FOR 

YOUR HOME COMPUTER... 
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BIONIC COMMANDO 

Can you infiltrate the 
evil dictator’s defences 
and destroy his 
doomsday weapons? 

With the aid of your 
bionic arm, yon have a 
chance! State of the Art 
gameplay and a 
pounding soundtrack 
combine to make 
Bionic Commando 
unique on a home 
computer, 

STREET FIGHTER “ 

tod around 

the globe and - ™ ^ , 

do battle with 

the best « S 1 C 

lighters that aft 

Japan, mm'- 

Thailand, P* 

^England 3 5750 

and China 

can throw at you. 


Prices for all games 

CBM $4/128 

;3J9 cassette £14.99 disk 

Atari ST 

£19.99 disk 
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r At last, your chance to 
talp part in the Battle of 

□ Midway. This sequel to 
the highly acclaimed 
'1942' places you at the 
controls of an American 
_ fighter plane. Your 
— J mission is to destroy the 

■■-•ssi ■ — Japanese 

. - 7 . US carrier 

1 1 Yamato. 

| Exhilarating 

— *i— — , , action! 


GIANTS OF THE VIDEO GAMES INDUSTRY 

U,5. GOLD (ITALIA) VIA MJtZZENA LS 2302G CASCIAGO VA 33 11 12255 


Spectrum 48/128K 

£8,99 cassette £12.99 disk 

Amiga 

£24.99 disk 

A ms trad CPC 

£9,99 cassette £14*99 disk 





INFQC R AMIS 


INTERNATIONAL 


PHPUPPE ULRICH /OIDIER BOUCH0N 


MUSIC JEAN MICHEL JARRE 


A breathtaking galaxy on the outer r.m of ihe universe Worlds with astonishing creatures and arumaled-30 
graphics. a thrilling scenario bursting with humour the like cd which you ve never seen Everything about 
CAPTAIN BLOOD makes M hit? type of game you just HAVE to play 

Hoars a no hours of discovery, exploration dialogue {hyperspace waptsl and hotshot low level flying 
through rugged mountain ranges and drying canyons 

Mew sensations are guaranteed m this tragic moving funny and thrilling adventure CAPTAIN BLG*OD tsa 
game for everyone, hr eakmg new ground m the universe of computer entertainment Welcome to the age of 
the bio-game m 


d STPr-ai tec 5- - 


MITRE HOUSE ABBEY ROAD ENFIELD MiDDSX EN1 2RQTELQ1 36401 23 FAX 0V3609119 






battle stations 

Addictive, £2.99 cassette, £6.99 disk 


C ue klaxons! Cue square 
}awed English actons f Yes 
*s wartime again, folks, 
and The Enemy' are getting 
llirngs off to a flying start by 
>aunchmg a pre-emptive airstrike 
on your moored battleship. This is 
no time for heroics, so abandon 
ship! 

Unfortunately, the heroic First 
Officer has tied you to an anti-air- 
‘■ :r sn gun before making his own 


I remember play- 
ing a game called 
Bomb Alley years 
ago on the BBC, 
and It was a tot 
more playable then this. At 
least it gave you some chance 
of shooting the planes down, 
which Battle Stations doesn't 
As soon as they appear you 
know that they’re going to 
drop a bomb on you. The back- 
ground of clouds is OK and the 
scrolling Is smooth, but the 
planes are bland and boring, 
as Is the land. Come to think of 
<t, that doesn’t matter, 
because the game's rubbish. If 
you see it, avoid It, 



escape, so it's up to you to save 
your ship and yourself from a one- 
way trip to Davey Jones 1 Locker 
(whate ver did happen to the Mon- 
kees?j. 

Damaging government property 
is a serious offence, so rotate your 
gun. sight up the enemy, then 
squeeze the trigger before they 
can drop their load! A RADAR 
scanner is provided for your con- 
venience, and you are also given a 
diagram of your ship to show the 



3l,1 l 0st fun » but only because it reminded 
me of an arcade game I used to play back in 1980 
* „ S 1!^® Sarneplay isn't a tot more varted,' 

resDect (IS 0a ' rl * . Station * mueh more 
Planes which f tP' sidling wave after wave of 

fi « n ™ W ?I Ch P® rfe ctly straight formations isn’t mv idee of 
RADAW and damage indicators Sie 
touches, but they aren't enough to arouse much Interest ^hen 

noTwithn weak sameptay to contend with. Battle Station 3 is 

T. i? ™ rr/ ,non 'ents > however, end prX^the test 

Well, /taigh^T " y “* Spri1 ®* l6ap M the S ^P ^en it ai^s 


r ftaffle perfect if you want to fall asleep 


number of holes currently holpinc 
you sink. M 



PRESENTATION 70% 

Weii' presented on screen., with 
fots of useful Instruments 

GRAPHICS 55% 

Adequate representation of 

nearby landscape, but aircraft 
sprites arc small and undetailed . 




Military drum beats and pretty 
we.sk spot effects for explosions 
and celebratory fog-horns 

H00KA.BFUTY 39% 

Simplistic action isn't terribly 
addictive. 

LASTABfUTY 30% 

Not much (o keep you ploying 
after the first couple of goes. 


MISSION GENOCIDE 

Silverbird, £1.99 cassette 


T he Bad Star Empire is 
attacking your home planet 
of Crys *dt (who makes up 
these names?!), and you have 
been chosen to lead the counter- 
attack. Your squadron of fighter 
space craft must obliterate the 
invading enemy forces, thus sav- 
ing Crys-cit from destruction, 

Vour ship fires lasers and 
launches missiles simultaneously 
to destroy both enemy fighters 

T Fast and furious action in Firebird's 
Mission Genocide 


f m f 

err 


and the vertically scrolling ground 
installations, toons are sometimes 
revealed when these features are 
destroyed, which can give you 
shields, extra speed, and more 
powerful lasers and missiles 
Before these can be added, glue 
must be picked up, then black hole 
icons avoided, as they suck in your 
add-on weapons (sounds painful 
huh?) 



When Mission Genocide first loaded and I pressed 
the fire button to begin, a feeling of vE swept 

s'mti jf to Firebird s now ageing budget shoot ’em 
up, WarhawKi The original Firebird release wse , ’ ji 
received, partly due to the fact that vertically scrolling shoot 
haR if the Ir| at the time. These days this type of game 


Warhawk 


or ... I mean 





Juet looking at 
the screenshots 
on the cassette 
inlay made me 
think of Warhawk, 
and actually playing the game 
brought back fond memories 
of that terrific budget game of 
old. The blasting is as enjoy- 
able as ever, end the add-on 
weapons make the game 
rather more compelling, but 
graphics and sound are pretty 
week* The sprites and back- 
drops are garish enough to 
warrant inclusion as toilet 
graffiti and the SID chip is left 
twiddling its digits as it lets off 
a few feeble laser *peeow’s 
and white noise explosions 
from time to time. For two 
quid, though, you should get 
enough hours of enjoyment 
from this game to make ft 
worth looking up. 


PRESENTATION 68% 

Thoughtful jean display screen 
and sense of humour 


GRAPHICS 51% 

Badly coloured but adequately 
defined and smoothly animated. 

SOUND 32% 

Basic sound effects and nothing 
else, * 

HGOKABHITY 72% 

Like most competent shoot 'em 
ups. Mission Genocide is easy to 
get Into, 

LAST ABILITY 58% 

Plenty of Bad Star nasties to 
destroy, bul graphic changes are 
the only reflection of progress. 

OVERALL 66% 

A playable vertical shoot 'em up 
but not as good as W&rtiawk, 
which 1 1 mimics. 
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can gain extra puntos 
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METROCROSS 

Kixx, £2.99 


BUBBLE 

BOBBLE 

Silverbird, only £1,99! 

T his superb conversion of the 
Taito coin-op puts you (and a 
chum) in the leathery skins of bub- 
ble-blowing Brontosauri, Bub and 
Bob , the d i nos in question, h ave to 
bounce through too screens of 
platforms, encapsulating 
monsters in bubbles, then burst- 
ing them to release bonus point 
objects. Other items appear, pro- 
Vid*ng their lucky collector with 
BIG point bonuses or such super- 
powers as the ability to run and 
release bubbles at speeds which 


are nothing short of staggering 
and to shoot devastating fireballs 
at aft and sundry. It's madcap . 
wacky, even , . . and it’s toads of 
fun . In its original ten q u id inca ma- 
tjon, ZZAPt swarded Bobble Bob- 
ble 9 7 % a nd a G old Medal . At this 
price the gams is an absolute 
steal , and anyone who missed out 
on it back then would have to be 
really rather silJy not to get hold oi 
it now. 

OVERALL 98% 


TAU CETI 

Mastertronic, £1.99 

A meteorite has damaged a 
computer controlling planet- 
ary robot defence systems and s 
huge nuclear reactor - which is 
now threatening to explode, mak- 
ing the pianetTau Ceti uninhabita- 
ble. Your mission, should you 
choose to accept Ft, Is to pilot a 
ground skimmer through Tau 
Ceta ' s network of colonies, hu nti ng 
out the reactor' s cooii n g rod s, a n d 
thus saving the planet. The robot 
forces don’t seem to realise you 
have their planet's welfare at heart 


and make a point of showing off 
the quality of their laser 
marksmanship, irsa 3Dshoot 'em 
up adventure of remarkable qual- 
ity: the buildings on Tau Ceti are a II 
shaded according to the position 
of the sun. which tracks 
relentlessly across the sky, creat- 
ing very atmospheric day and 
night effects. Another Commo- 
dore classic of yesteryear which 
makes an unmissable budget 
release. 


OVERALL 93% 
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A nother coin-op conversion. 

this time from a Namco/Atari 
original, which puts you in the 
designer trainers of a person 
whose task in life is to run from one 
end of a course of obstacles to the 
other, within a strict time li mit. Hur- 
dles* rolli ng Coke cans and 
malevolent paving slabs are all out 
to siow you down to certain-death 
speed, so timely leaping is the 
order of the day. Clever joggers 


over cans, or gain a speed adva 
i age by leaping onto one of the 
Skateboards which appear from 
time to time. Metrocross isn't 
real ly outstanding in any field, ha^ 
ing chunky graphics, an odd tun 
and rather monotonous gamepla 
but it provides enough entertain- 
ment to make it worth the small 
frnanciai outlay.. 

OVERALL 60°, 
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WORLD 

GAMES 

Kixx, £2.99 

T his is an eight-event sports 
simulation produced by Epyx 
when they were at their program- 
ming peak. In it you can lift weights 
in Russia, ski a slalom course in 
France, toss cabers in Scotland, 
dive from a cliff in Mexico, ride a 
bull in the USA, stay on a rolling tog 
in Canada, jump barrels on ice- 
skates in Germany and wrestle 
Sumo- style in Japan, all without 
leaving your chair! Needless to 
say, all the events are presented to 


ACE OF ACES 

Kixx, £2.99 


ET rom tbe stables of Accolade 
if comes this arcade flight-sim, 
which has you flying over WW2 
Europe in your RAF Mosquito 
fighter-bomber. Dropping your 
deadly cargo on submarines or 
POW trains, shooting down Lon- 
don-bound VI Doodlebugs and 
squadrons of Junkers bombers 
and fending off attacks from 
enemy fighters might seem like a 
big job, but it's all in a day's work 
for a Battle of Britain pilot, Ace of 


perfection, with excellent 
graphics, astounding sound and 
thoroughly absorbing gamepfay. 
There's loads of variety in the 
game and it's bound to have your 
attention forages. At this price, 
no-one who missed rt the first time 
around can afford to neglect what 
must be one of the best value for 
money packages on the market for 
the C64. 

OVERALL 96% 


Aces is very moely presented, 
apart from a slightly lengthy mui- 
tifoad, and the graphics, especially 
the convincing cockpit views, are 
everything you would expect from 
a n Accolade product , The different 
missions make gameplay much 
more varied than most games of 
the type, especially those at this 
price, so its weFl worth checking 
out the shelves for this one, 

OVERALL 85% 


KRAKOUT 

Kixx, £2.99 


T h is ea r|y Arkanoid variant tried 
to be different by turning the 
play area through 90°, but the 
basic ball -bouncing, bnck-bu sting 
gameplay is the same. Alii the fea- 
tures which have since become 
standard are in there, too - mis- 
sile-firing, sticky, doubled and 
elongated bats, extra lives and 
slower balls. And that's it, really. 
Just get rid of aft the bricks Oh the 
screen and it's on to the next level. 
Telegraphies aren't quite as 


GAUNTLET 

Kixx, £2.99 

T he top- grossing arcade game 
came tothsC64 in late '66 and 
attracted good reviews all round. 
Up to two players each take con- 
trol of one of four characters , ail of 
whom have varying magical and 
physical attributes. They are then 
transported into a series of 51 2 
scrolling dungeons, all jam- 
packed with a multitude of 
monsters which wander through 
trie corridors creating aggravation 
for your intrepid party. Fight them 
either h and to hand or by shooting 


them, then collect food and ale to 
heal your wounds. Personally, l 
never really got on with Gauntlet. 
The action is just a smid ge too rep- 
etitive and in single player mode 
the odds are really stacked against 
you. Still, the conversion is a 
reasonably accurate one, and any- 
one who was hooked on the 
arcade original will doubtless feel 
the urge to play this again and 
again. 

OVERALL 80% 


polished as the official Imagine 
conversion and the sound hovers 
just above mediocre, but there's 
probably enough gameplay in 
Kmkovt to keep you at it for a 
while.lt’s certainly a more tempt- 
ing purchase now than it was when 
it had a E9.99 price tag, but there 
are better, similar games at a 
budget which are more worthy of 
your money, namely Ricochet, 

. , . TRAZ and Bafl Blasts. 

OVERALL 60% 
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SUPERCUP FOOTB ALL 

Rack It, £1.99 cassette 


T aking into account parallel 
universes existing in a single 
blade of grass, it Is entirety 
possible that millions of lives can 
be wiped out in one single football 
match. With current video-game 
trends, rt seems perfectly obvious 
that a football simulation should 
be made available . . . Ah, my 
tzbied mutti-fevef pencil bender. 
The custard's fine , Doctor Crapu- 
lence gibber ; gibber , . . (Tills 
comment has been brought to you 



Hmmm , , * this is 
very reminiscent 
of European 5-a- 
side, except it f s a 
much better 
interpretation of the overhead- 
scrolling footy aim. Presenta- 
tion-wise It's pretty good - 
nine skill fevefs (end die ninth 
is a real toughie), a four-way 
scrolling pitch and a banana 
shot (who mentioned 
bananas?) Having said all that, 
it’s not terribly exciting, mainly 
due to the uninspired control 
method - It's more like push- 
ing a medicine ball around a 


muddy field than a footy - and 
It does all look a bit bland. Oh 
well, I s'posa we'il still have to 
wait for Microprose/Sen- 
sisoft’s version . , , 



A Hmmm, let's see - what 1 * floirig on here, I wonder? (ironic 
Captions Inc.) 



Before Tafto's World Cup, all football games seemed 
to have forced perspective horizontally scrolling 
pitches, but now there are more overhead view 
games appearing on the scene and Supercup Foot- 
ball is Just one more of them. The gameplay is rather 
enjoyable especially in two player mode, but occasionally the 
action tends to get rather annoying, like when you can't select 
the nght player or accidently kick a banana shot which flies off 
the pitch. Moans aside, it isn’t too bad and should held yaur 
attention foretime, but serious football fans may become bored 
after a whi le , especially If there is no second player to chal long e. 


by Mart's Hatstand Products Inc, 
third balloon on the right, Moonpre 

City), 

But seriously folks , . . Rack It's 
latest release i$ an overhead scrol- 
ling football simulation for either 
ore or two players against the 
computer, A number of options 
can be selected to alter the game, 
including strip and pitch colours, 
pitch texture and difficulty level. 
Also available is a curved 'banana' 
shot to swerve around players. 
Every time a goal is scored, |he 
player is notified by a large flashing 
GOAL! message and a suitably 
retarded footballing tune. 


PRESENTATION 78% 

Numerous options and compe- 
tent layout, 

GRAPHICS 56 % 

Port my the action nicely, but the 
overall look is a little bland. 

SOUND 39% 

A few tolly tunes and effects bul 
that's an. 

HOOKA BILfTY 71% 

The action is fast enough and 
should keep you held for a while. 

LAST ABILITY 66% 

The single player game could 
become boring, but the two 
player game parity makes up for 
this. 

OVERALL 67% 

An adequate overhead view 
footy game which isn't too bad 
for the price 


V 





VECTORBALL 

MAD, E2.99 cassette 


F uturesports have taken a turn 
for the worse, Vectorb&ll is 
such a game played in a long 
rectangular arena over a con- 
toured pitch. T wo robots fight over 
a puck-like ball and guide it into 
the opponent's goal. 

You first select whether the 
droids are under computer or 
human control — effectively, one- 
player, two-player or demo modes 
- then the type of pitch, and dura- 
tion of matches (three, five, or 
seven minutes}. The friction level 


is finally chosen, which deter- 
mines your maximum speed and 
ease of slope climb. 

The Hills, The Ditches, Wave 
City and Megamix are the four 
courses, and are made up of vari- 
ous hills and dips. Your robot is 
steered around this area, and the 
ball collected on contact; when in 
possession, it is fired in whichever 
direction you are facing. Each 
tournament is played through four 
matches, ail on different pitches. 
Yyyaaawnnnn . . . 


T Vectorbafh more fun than Bating your toenails - but not much 


PRESENTATION 29% 

A number of options, but Ihb 
control system is a joke 


GRAPHICS 68% 

The contoured grids are attrnc 
live, bul flick- screens are con 
lusrng. 


SOUND 39% 

Mediocre music and jusl Ihree 
effects 


HOOKA BILITY 17% 

The wHd inertia makes your firsi 
few games difficult . 


INSTABILITY 9% 

It doesn’t gel much eassei 


OVERALL 11% 

An unplayable attempt at a 
rtufn sport game, 


This is like A J n‘ F’s Xeno, only with slopes, and nigh 
on zero playability. The pitches and droids are alf 
very high-tech looking, but robot control is very 
difficult* and the contours make things a lot worse. 

No matter what friction level* you whizz all over the 
shop, waggling the joystick in a vain attempt to score a goal. Ball 
possession is no guarantee of progress, as a shot spits the bail 
a reebe distance ahead of you* to be picked up toy your opponent 
to call Vectorball frustrating Is a big understatement, and its vis- 
ual novelties are just a pain. 


The 3D playing 
area j s nicely 
drawn, with 
effective contour 
patterns, and the 
movement across them is 
quite realistic. But (and this is 
a big but), the game itself fs 
totally Unplayable! It’s virtually 
impossi ble to gain any control 
over your drone and the feeling 
of helplessness Is driven home 
as your opponent scores goal 
after goaf when ail you can do 
is sit and watch, Another 
aspect that doesn’t help any, 
is the unbelievable amount of 
delays. If you want futuristic 
ball sport, dig out BalffcHazer - 
don’t even consider this* 


► 









► 





Screenshots taken from ATAflt ST 


Screenshots taken from SPECT fUJM 


1987 NAMCO LTD. All rights rested 
Licensed from Tangmii 

1988 G r and s I E n terts i n merits L td „ 

12-18 Paul StrsaL LONDON EC2A4J5, 


Armed with new 
BOUNCE power, 
PAC-MAN faces new 
challenges as he 
enters the worlds, 
of Block Town, 
Pac-Man’s Park, 
Sandbox Land 
and 

Jungly Steps. 

ft 


PAC-MAN IS 
BACK& 
CfUNCING IN 

3D! 


AVAILABLE ON: 
ATARI ST & AMIGA £19.95 
C64 & AMSTR AD CPC DISK £1435 
C64 Cassette £9.95; SPECTRUM, 
AMSTRAD Si MSX Cassettes £835 









ou're standing face-to-face with a fire-belching 
dragon, its silver scales shimmering in the dim 


► What now? 

Throw dagger 


" light. You lost your sword a couple of rooms back 

when you were forced to give it to an ore. All you have 
jeft is a dwarvish dagger and you know your stamina 
is low. In front of you lies a perilous chasm crossed by 
a rickety, rotting rope bridge. If you attempt to fight 


► But you haven’t got the dagger 


The dragon steps forward and engulfs you in flames. 
You feel the blood in your veins boiling and your heart 
pounds in a final painful convulsion. The light dims. 


► You are dead 


W hether you're an 
ardent f an or just a 
casual adventurer 
you'll know how frustrating a 
response (ike that can be, 
When you've only got 8 or 16- 
bits and a host of eg m pule r- 
controHed characters to p)ay 
with, there are bound to be 
limitations You can only have 
so many surly dwarves, fire- 
breathing dragons or smiling 
kangaroos, and their reactions 
(spiteful* helpful or 
murderous) will always be 
exactly the same 
So wouldn't it be great if 
you could have goblins and 
wizards unpredictabie enough 
to fry you to a frazzle one 
minute and buy you a Big fylac 
(plus extra fries) the next? If 
you didn't have to rely on 
wordy descriptions or block y 
graphics to really get the feel 
of a game ? If there was more 
than one solution to an 
adventure, each of which 
depended entirely on your 
own abilities and the route you 
chose to lake? 

If you've tuned into Anglia 
TV's Knightmare recently, 
you'll know that you can have 
d\\ these things and more 
Based on the concept of the 
computerised adventure 
game, it transports a fully 
interactive dungeons and 
d rago n s seen a no co m pi et e 


T he characters are played 
by actors. As they can't 
tell in advance how a 
dungeoneer rs going to react, 
they can't simply enact their 
script as they would in a play, 
Wizards, dragons, knights and 
half lings must decide on the 
<>pur of the moment whether 
to accept 3 bribe, offer help, 
ignore or attack, it can qet 
pretty nerve-racking it they 
make an inappropriate reply 
the painstakingly 
reconstructed fantasy illusion 
simply crumbles. What seemed 
like a sinister world of dark and 
dimming passageways 
suddenly turns back into an 
ordinary TV studio f i lied with 
technicians, actors, empty 
toffee cups and lights 

T Hugo knows where everybody goes 


with real life characters, 
simulated dragons and 
astound ingty convincing 
special effects to your TV 
screen. 

Each quest is tackled by a 
team of four contestants aged 
between 1 1 and 14: an almost 
blindfolded dungeoneer 
wearing the 'helmet of justice', 
Is guided through an 
underground maze by his 
team-mates who watch the 
whole thing through a 'magic 
mirror' in the relative comfort 
of the dungeon's ante- room 

As if wear ing a helmet that 
restricts your held of vision to 
what's directly in front of you 
and listening to three friends 
all shouting conflicting advice 
at the same time isn't enough, 
you also have to cope with a 
bewildering array of men, 
mages, maidensand monsters. 
As you're a bit of an alien runt, 
with a thing that looks li ke an 
upturned ice bucket on your 
Head, they're not exactly going 
to be brimming over with 
respect. More likely they'll ask 
fora gift, the answer to a riddle 
or a spell. On the other hand, 
blood dripping from a 
dragon's jaw, a deviousgrin on 
an axeman's face or a snake 
with a rattling sting in its tail 
might be a sure sign that it's 
time to run. 


To prevent such dislocation, 
each adventure, which is 
usually transmitted in two or 
three parts, is actually played 
fight through in one long go. 
Not only that - Treguard, trie 
Dungeon Master {played by 
Hugo Myatt), is a Iways on hand 
to interrupt with useful advice 
or a timely warning He 
watches the proceedings at 
every turn with a 
discerningly , . , er 
well Dungeon Masterish 
eye. 

The outcome of each quest is 
completely open-ended. No 
more actions you can't 
perform, no more words that 
the computer won't 
understand. As each team 
progresses through the 



I 

► Robert Harris, who worked on HftcWk&v Guide before KmgMm.irr 


dungeons' increasingly 
difficult levels, the onty factors 
they are bound by are the 
d u n g e onee r's wa n i ng st rengt h 
and the design of the 
dungeon The rest is up to 
them 


T he pilot series, devised by 
Tim Child and designed 
by Robert Harris, which 
was shown for the first time 
last year, ran to eight episodes 
- each one grossed an 
audience of around four 
million. The effects were of 
such high quality that they 
won the Parisian Jean D'Arcy 
Award for Video Production. 
Not bad huh? 

Generally, the TV industry 
has a pretty suspicious view of 
home computer 
entertainment; with the latest 
Horizontally scrolling shoot 


'em ups taking up more and 
more of young people's time 
(wouidn t you prefer Wizball 
to Buftseye 1 ) it has obviously 
cost them one or two viewers 
especially in the afternoons, 
when Knightmare is screened 
It took Tim Childs several 


attempts to persuade Anglia to 
view the computer industry 
positively and consider that a 


show based on a PC game 
might actually work. 


A o how does it work, 
then? Like Santa Claus 
(you didn't believe all 
that naff stuff about the 
reindeer, did you*), it's all a 
cleverly constructed illusion 
It's made possible by 
Chromakey, in the studio, the 
actors perform against the 
background of a blue screen 
Meanwhile, the director 


T Dare you seek whal lies behind the purple wall? 



: 


I 1 L-jH 





1 

■ 

1 | • M 

. in 







i _ ^ 

V 

p *■ 1 

r’Tr 

r > t 

Si i 










superimposes a signal from 
another camera over the blue. 
Though the dungeoneer and 
the actors can't seethe finished 
effect, hack in the dungeon 
ante-room and on your Tv 
screen, it looks exactly like the 
real thing . Sounds neat but 
only if you're careful. The 
perspective of the scene has to 

match w i t h the a ng le of view 

otherwise you could end up 
with all sorts of discrepancies 
To avoid problems, the 
chamber is drawn to a strict 
□ rid while the camera stays 
fixed in a single position all the 
time. 

Right now you've grasped 
the technicalities (you have, 
haven't you’} get out your 
sticky back plastic and your 
empty washing up bottles and 
wait for a step by step guide on 
how it's done (by the way - 
you'll needa basic budget of at 
least n 00,000). 


Deciphering the cur&e dI the Scnrab Room in Anglia TV's new series of Knrg'Afmare 


+ First, draw your picture 

The paintings that comprise the backgrounds correspond with 
the predetermined grid pattern. Each damp staircase, creaking 
doorway and dripping passage starts out life as a written brief 
from the production team to the artist, Dave Rowe. He begins 
by drawing pencil roughs which ultimately develop into the 
f i n ished pa inti nqs. For h e Ip w i th some of th e ston e effects Day j d 
makes use of a library of slides comprising shots of cathedrals 
and churches. For a more realistic end result he tries to 
incorporate as much texture as possible. 

t Add Robert Harris 

Well, Robert Harris and his 24’bit Spaceward Supernova, to be 
exact. Robert, who used to work on the TV version of 
Hitchhiker's Guide To The Galaxy, turns David's pictures into 
computerised images which can be called up from the 
Supernova's potential store of 1024 hi -res frames. It allows 
Robert to alter the textu re a nd colou r of pa rt i cu la r pal nti n gs by 
drawing overthem using an electronic pen and pad Scenes can 
be changed at the touch of a button. At points where the 
dungeoneer has to choose between one of several doors ail the 
producer has to do ss hit the appropriate key and the correct 
backdrop appears without any loss of continuity No wonder it 
cost around £85000! 


♦ Throw in some animation 

Robert has devised a personalised technique. Purely using the 
computer would involve creating a model and storing its 
movements as an animated 3D pattern. Instead, Robert makes 
use of an animation studio: a monster is made out of day and 
animated through a movement cycle, Each step is shot by video 
camera and digitised. Using this method all sorts of fantastic 
illusions which make Incredible use of the quality of light can be 
created. Practically no luminous snake, slimy stick insect or 
headless gorgon is too complex for the Supernova 


+ Keep thinking 

As preparations for the first series progressed Robert was able 
to introduce more and more refinements. Digitised skeletons 
and monsters were manipulated to perform more and more 
complicated actions - even the sets were given a bit of extra 
depth. To the endless sheets of blue cloth, stairs and cut-out 
objects were added: now, when his team-mates see him 
ascending a cold, dank, castle staircase, the dungeoneer at least 
h as a p r oper set of steps to c ii mb . Ob v i o usl y , the m ore complex 
the set fee is, the more realistic the Knightmare becomes, 


R lobert Harris' work on the 
I programme has been so 
jsuccessful that he J s now 
set up his own mobile 
computer graphics stud io The 
Travelling Matte Company. In 
a Mercedes truck fully 
equipped with Supernova, 
Sony 3000 rostrum mounted 
video camera and Sony Video 
Printer, he travels the country 
dealing with, among other 
things, corporate conference 
work for a variety of large 
companies 

However, it's in TV and 
fantasy projects that the real 
scope for innovation' lies. In a 
situation where you can create 
yourown backgrounds and 
aren't restricted by a specific 
budget, the only thing you're 
limited by is imagination 
Knightmare is only the 
beginning - who knows what 
fearsome and fantastical 
productions the future may 

» The machine-ry behind th-e 
Kfirghtmare 
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ZZUPERSTORE > 


Whether top games software, high-tech 
joysticks or designer T-Shirts and caps or just 
simply dustprotecthre keyboard covers and 
ZZAP collecting binders, there is everything 
you couldn't be without Remember, the 
incredibly low prices Include VATand postage 
& packing. 


KGMIX SMIOWNO 

TfW JaysOdi. that actually file your hand, 
with a fire b*itte*l angteiJ far your trigger 
ftngoi to ensure accurate high-speed 
action. Solid steel breakproof shaft with 
Wat ditkirtg sound for every iMSHion 
move yog make. 

XONIX SPEEDKtNG 

OFFER 10.99, RRR 11 96, T132H 


Have you gpl a BlNDrrig wialion vuiUi yDur 
ipvojtile computer meg-l it the oast 
possible cars and Chain, gag end strap it 
into our delicious loQkng mfirdcr binder 
with gakJ Ingas. Each lander com®, wrth a 
plashc 'year' sicker toidentlfy the 'vintage' 
EZAPI BINDER OFFER 4JW.Z010B 


Efli gr you've got the greWest braking 
keyboard HttS Side of FRACT ALUS, ur use 
you've |usrt purchased a Spiffing new one, m 
ary case., you' I want ip hide -1 from 


■'V rfn raling eyes Qt protect it from dust, 
>3oflos. ttSCuH 


l>Kuil crumbs, p«el dendrun 
(fsoose bom some Super quality cpv^s. 
made specie ty iCTyourkeyboard- Chunky 
fudge style 64, super ■ slim mortem &t0 £» 
12B 

CBM 64 KEYBOARD COVER 

OFFER 5.00ZD07K 

CBM 6*C KEYBOARD COVER 

OFFER 5 , 50 ,ZDOflK 

CBM 128 KEYBOARD COVER 

OFFER &,W.Z0Ci9K 


fURQM AX JOY BOARD 

This super CORtrof c ran sole provides you 
With every passible fcrir^J and movement 
option. Direcbdnal ramlnol isSwHehabla 
between mi^ogwlcfi-acikm joyslic* and 
two games paddles. Firing can be acti- 
vated with Ewq large fire butt dtie and AytO 
Fne features variable frequency Balling. 
Two LED's indical* Tiring action. The unit 
is connected via a 2 metre Ions cabie. 
Suitable lor Commodore VC - 
2Q.C&4.Cl2&,CT2BD and AMIGA 500. 
EUROMAX JOY BOARD 
•OFFER 16.05. T130H 


Elrmnste tape loading problems with 

LOAD IT 

Achieves 1 00% toadng success even on 
the most obstinate tapes 
LOAD (T gives you: 

A 1 00% loading success 
9 Permanent head alignment aqustment 
• LEDlylts For easy tuning to optimal sg- 
npi 

4 Guaranteed for one year 
Approved by leading software houses 

LOAD ft CASSETTE DECK 
OFFER MUBZOlIH 


euhomak professional 

High duratUlty, rapid response and uHra 
MOSltlvamovemen! accuracy from Ihis 
advan£sdergonomlc.<te&iBn. Ideal fqrlaft 
and ngNI hand p- ay. 1 5m cord 

EUROMAX PROFESSIONAL 
OFFER T5.S5. T133H 


EURQIUAX JQYSTAR 

This ns an estcaileat rTHcvtiawitch-aclion 
joystick featuring precision top and front 
fine butt one and Agio Fir*, h can be cper- 
aled hendWkj Or can be mourned on the 
table™ vice-grip BUCtion cups 


EUROMAX JOYSTAR 

OFFER 9.95, C033H 


EU ROM AX PROFESSIONAL JU/T0- 


AH (he quality of the PROFESSIONAL, 
with the «td«J twnus Of ttie AJUTO FIRE 
OptkJn (may not work an same computet 
systems}. 

EUROMAX PROFESSIONAL AuTO- 
FIRE 

Offer i&js.timh 


POWERPLAY CRUISER 

This excellent joystick features mrcro- 
swrtch dtrBcbanal oontrot and fra action 
A imlque variable tension control atr-own 
llhB uBerto adjust Ihe direction conirol ta 
extra sensitive, normal and firm. A wide 
base and four auction Cups provide good 
latte- top operation. 

POWERPLAY CR.Ut$EH 
OFFER £9,99 T131H 


DYNAMICS COMPETITION PRO 
OOOO (nonnll) 

Features arcade quality mlcfOSwItehaS, 
dual fre bullons. robust Steel ahah and 
rubber raliim for gmoolh control and 
longer frfe, fulra long 1.5m Cord 

DYNAMICS COMPETITION PRO 5000 
(normal} 

OFFER 13.50, flRP 14.S6. T 135H 


DYNAMIC* COMPETITION PRO 

9000 (clear} 

The designaf jayiUck Whb See- through 
body. 

DYNAMICS COMPETmON PRO 5000 

lri|ng|r| 

OFFER 1LOO. RflP 





ZZUPERSTORE 

RECOMMENDED 

SOFTWARE 


AHEM SYNDROME cm The Edge 

Off EH 7.99. RRP 9.99, (90%). 
Z070C 

ALIEN SYNDROME dtak Tbs Edge 
OFFER 9,99. RRP 1 199. (90%). 
Z970D 

AftMALYTE cut Thalamus 

OFFER 7-99. RRP 9.99. (97%), 
Z201C 

ARMALYTE dlak, Thfllarwu3 

OFFER 1tL44. PRP 1B.M. (B7%), 
Z201D 

BARBARIAN X cub Palace 
OFFER 7.99. RRP 9,99. (96%), 

zone 

BARBARIAN X dlak Palau 

OFFER 11,99. PPP Id. 99. (99%). 
ZD71D 

BEYOND THE IDE PALACE cm Bite 
OFFER 7. 69, FIRP 9.96. (76%). 
29?2C 

BEYOND THE ICE PALACE dlaS, £kt« 

OFFER S.B9. RRP ll 99, 17fi%|. 
297SD 

BIONIC COMMANDOS eat*. GO 1 

OFFER 7,09, HRP9.9S-, <B0%), 
ZW51C 

BIONIC COMMANDOS dlak, GO 1 

OFFER 9.99. RRP 11 .99. (90% [, 
Z061O 

CYBERHOID 2 caaa. Hawaon 
OFFER 7.9s, RRP9.9S, {91%), 
Z202C 

CYBERNDID 2 dlak Hewson 

OFFER 11 ,6s, RRP 14,95, (ft %), 
Z2U2D 

DALEY THOMPSON'S OLYMPIC 
CHALLENGE cm Ocean 

OFFER 7.95, RRP 9 95. {79%), 
Z144C 

DALEY THOMPSON'S OLYMPIC 
CHALLENGE dl»k, Ocaan 

OFFER 10.40, RRP 12.95. (79%), 
£7 440 

DARK SIDE cub, I nearly 

OFFER 7,66. RHP 9.95. {90%], 
2D74C 

DARK SIDE dbak InCBhliw 

OFFER 10.40. RRP 12.05. <90%), 
ZQ74D 

DECISIVE BATTLES OF THE AMER- 
ICAN CIVIL WAR disk, Electron, n Mi 
OFFER U.06. RRP 10 95, |9Q%>, 
Z145D 


ZZAPICAP 

Jon the * imyl Yes. (Sin (he ar-ny od ZZAP! 
reacted whr ■ wear I’te* Ewounl ft mag's logo 
proudly on ,r, irehea, no. h^her, aDcva 
their kwaNJad If you can'l impress people 
with the sue d y»jr bfBfllKM . dri fl wm this 
UV^i'O LAX- baseball cap wrlh white tnqfi 
Unlxeihs btwvjQ*. it's guaranuMd to 
work, evefyllme 

ZZAP! CAP 
OFFER C3.S0.7101H 


DELUXE MONOPOLY til* Le s jre 

Games 

OFFER 19.40, RHP 12.95. [73%), 
Z073C 

DELUXE MONOPOLY dlak, LaiSwa 
Ganugs 

OFFER 12,9$, RRP 16,95, (73%j, 
ZD73D 

ECHELON cub, Acotw/UE Gold 
OFFER 7,99. HPP 9.99, (61 %). 
ZD65C 

ECHELON dlak, Acceas.‘US GoW 
OFFER 11.99. RRP 14.09 [91%) 
20630 

EMELYH HUGHES I NT, SOCCER 
cub. Aixflogwlc 

OFFER 7.6S, RRP 9.95, <00%). 
Z203C 

EMELYH HUGHES I NT. SOCCER 

dlBk, Audiogenic 

OFFER 10,40. RRP 12.95, (99%), 
Z203D 

EVERY SECOND COUNTS cub 

Denmark 

OFFER 9.40, PRP 7.95, (05%), 
ZQ75G 

FOOTBALL MANAGER 2 . Addictive 
Games 

OFFER 7.99, RRP 9,99. (71 %), 
Z076C 

FOOTBALL MANAGER 2 Addictive 

Games 

OFFER 11.99. RAP 14.99, (71%], 
Z076D 

FOXX FIGHTS BACK cbm. 

imagewortis 

OFFER 7.99, RRP 9.99. (07%), 
Z203C 

FOXX FIGHTS BACK dick. 

Imagawrjrtts 

'OFFER 10.44, RflP 12.09, rS?%h 
Z203D 

ONYZOfl cub, Ocean 

OFFER 7 JO, RRP 6.95. (09%), 
ZD64C 

ORYZOR disk Ocean 

OFFER 10.40. RRP 12.#&, (06%), 
20640 

HAWKEYE can, Thaiam u$ 

OFFER 7-99, RHP 9.99, (96%), 
Z077G 

HAWKEYE dlak, Thalamus 

OFFER 1 0.44 . RR P 1 2.99 . (96%), 
ZD77D 


HOPPING MAD cub. Elite 

OFFER 7.99. RRP 9.99 {64 %L 
ZD70C 

HOPPING MAD dick. Ehte 

OFFER 11.09, RRP 14,99, 164%). 
Z970O 

HUNTER'S MOON caaa Thalamus 
OFFER 7,96. RRP 9.95, (92% i 
ZQS1C 

HUNTER'S MOON disk, Tr.ramu.^ 
OFFER 11; 9$, RRP 14.95 '92%) 
ZOSlD 

IMPOSSIBLE MISSION II caaa US 

Grid 

OFFER 7,99. RRP 0 .09, [96%) 
Z066C 

IMPOSSIBLE MISSION tl disk, US 

Gold 

OFFER 11.99, RRP 14.90. r9&%) 
Z066D 

infiltrator II cau, US Gotti 
OFFER 7.00, RHP 9.99. (61 %), 
Z060C 

INFILTRATOR II dlak US Gold 
OFFER IT, 99, RRP 14.09, f6l%) 
Z060D 

INTENSITY BUB. Firebird 

OFFER 7,95, RRP 9.95 [75%) 
Z2G4C 

INTENSITY disk Firebird 

OFFER 10,40, RRP 1 2.95. (76%) 
Z204D 

INTERNATIONAL SOCCER uta 

CflL 

OFFER 7.05, RHP 9.95 , (06%), 
Z079C 

INTERNATIONAL SOCCER dlak.CRL 

OFFER 1 1 .95, RRP 1 4.05 (06 % i 
ZD79D 

LA CRACKDOWN dlak Epyx 

OFFER 11,99, PRP 14.06. (81%) 
Z14E0 

LAST H1NUA % cub. System 3 
OFFER 10.44, RRP 1 2 99 (94%) 
Z0SOC 

LAST NINJA 2 dlak, System 3 

OFFER 11.99, RRP 14 99.(04%). 
Z0SOD 

LEGEND OF THE SWORD dlak fl.i n- 

bW 

OFFER 19.95. RRP 24.95. (57%), 
Z0STD 

MARAUDER em H «WHM 

OFFER 7.09. RRP 9.90. (65%). 
Z062C 

MARAUDER df*k. Hawson 

OFFER It. 99 RRP 14.99 |06%) 
ZO02O 

MATChdav || cau. Ocean 
OFFER 7 J0. RRP 6.95, [90%). 
Z06OC 

MICKEY MOUSE cau Grem<n 
Graptvcs 

OFFER 7,99 FtRPg 99 (72%) 

zamc 

MICKEY MOUSE dlpk Hamlin 
Graphiog 

OFFER 11,99. RRP 14,99, [72%) 
ZG03D 


NETHERWORLD can Hawson 
OFFER 7,96. RRP •0.99, (07%), 
Z113C 

NETHERWORLD dlak Hewacm 
OFFER 11.90. RRP 14.99. £67%). 
Z1120 

NINETEEN -PART ONE. Cascade 
OFFER 7.99. PRP 9 90. (75%), 
Z064G 

NINETEEN — BART ONE, Cascude 
OFFER 1 1 -90. RRP 1 A .90. . [7D %). 
Z0B4D 

oops: eaii . gij AfxiiB 

OFFER 7 ,99, R RP 9 90 , (74 %). 
2CS5C 

OOP5I dlak, B g Apple 

OFFER 11,95 RRP 14.96, [74%). 

2088D 

PSYCHO PICS UXB cau . US Grid 
OFFER 7.99, RRP 0.99 f$0%), 
Z150C 

PSYCHO PIGS UXB dlak US fioed 

OFFER 11,09. RRP 14 99, {60%J. 

Z1 500 

RED STORK RtSiHGcBBB McmflQM 
OFFER 11-95. RRP 14.05, 186%). 
Z205C 

RED STORM RISING dlak M>c reprase 
OFFER 15.06, RRP 10 95,(a6% , i 

zaoso 

SALAMANDER eaaa, imegine 
OFFER 7 JO. RRP 8.05. (94%). 
ZQBHC 

SALAMANDER Bltk. (mag na 

OFFER 10,40, RRP 12.96.(04%). 
Z&S60 

SIHBAP AND THE THRONG OF THE 
FALCON tflafc, MlRHaol! 

OFFER 11.95, PRP 14.95,(00%), 
Z2O0D 

SKATE CRAZY caaa . Gremlin Graphics 
OFFER 7.90. RFtP g 3fl, (te%), 
Z0S7C 

SKATE CRAZY dlak, Grem-n Graphics 
OFFER 11,99. RRP 14.99.(06%), 
ZD87D 

SOLDIEACF FORTUNE cau -irebud 

OFFER 7,95, RRP 0.06, (66%) 
2207C 

SOLDIER OF FORTUNE dlak. Firebird 

Offer 10.40 , rrp 12.95.(66%). 

Z207D 

SORCENOR LORD dlak, PSS 

OFFER 11.99, RRP 14.99. (65%). 

2 0630 

STREET SPORTS SOCCER cau, 

Epyx 

OFFER 7,98. RRP 0.99, (75%), 
Z2O0C 

STREET SPORTS SOCCER dlak. f pyjt 
OFFER 11.99. RRP 14 99.(75%). 
Z2DS0 

SUMMER OLYMPIAD (u»«* TyfiFradtt 
OFFER TJB RRP 0.95, (07%), 
Z151C 

SUMMER OLYMPIAD dlak Tynesotl 
OFFER 11.95, RRP 14.93.(07%), 
Z151D 

TARGET RENEGADE cau, Imagine 
OFFER 7.20. RRP 5 95, (64%), 


PUZZLED??? 


PUZZLED??? 

Hot jrBt, but If your soft- 
war* order exceeds £9.00, 
ton will get free an * maz- 
ig, intriguJng, Why- Did -I - 
E ver-T ske-tt-T o-Pleces 3D 
m PUZZLE 
Ifl downright frustrating* 
It's h*ll p and you'll love 
It.. , 

Just specify on the order 
form which puzzle type 
you f>ref*r and you'll be on 
your way to being puzzled. 

A ASTRO PUZZLE 
0 SJXBRICKS 
C SATELLITE PUZZLE 
D TRICK STAR 
E TRIPLE KNOT 
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Of F£p 15.99. RRP 10.00 >‘S2%) 
Z21BD 

3ARCOPHASER dlak Plftyirc 


20C7C 

TARGET nEHEQADE disk imagine 
OFFER 10.40. RRP T2.eS, |$4%] 
ZG67D 

TME EMPIRE STRIKES BACK eat, 

Pwirit 

OFFER 7.00, RflP0 09 ^74%) 
Z068C 

THE EMPIRE STRIKES RACK disk 

Domartf 

OFFER 11,98, RRP 14.99 (74%) 
ZOB0O 

THE GAMES - WINTER EDITION 

tin Ep-y* 

OFFER 7,99. RRP 9.99. (7&%), 
ZQB9C 

THE GAMES - WINTER EDITION 
disk, Epy> 

OFFER I1.9S, RRP 14.95 (76%) 
ZDS9D 

THE PRESIDENT IS MISSING dlak, 

Cdsmi 

OFFER 10,40. RRP 13.95. (03%), 
Z090D 

THE VINDICATOR caaa. Imaging 
OFFER 7.20, RRP 0.05. (64%), 
Z154C 

THE VINDICATOR dlak Im^nn 
OFFER 10.40. RRP 12.95, (64 %), 

1 154D 

TRACKSUIT MANAGER can Gghalh 
Games 

OFFER r.9E_ RRP 9.95, r6B%), 
Z153C 

TYPHOON can Ocean 

OFFER 7,20. RRP 0.95, |79%j. 
Z091C 

TYPHOON diak, Ocean 

OFFER 10,40. RRP 12.95 (70%) 
20910 

VENOM STRIKES RACK can Gran- 
I in Graphics 

OFFER 7.99. RRR 0,&0 r (70%), 
Z059C 

VENOM STRIKES BACK dfek. Gremlin 
Grapfacs 

OFFER 11.99, ARP 14 99 (70%J 
ZQ69D 

WAN GAME CONSTRUCTION KIT 
disk 

OFFER 15. W, RRP 10.09, (79%) 
Z092O 

WASTELAND disk Electronic Aits 
OFFER 1 RRP 1 9.99 . (0$%), 
20930 


AMIGA 


AAARGMI disk. Melbourne Housa 
offer 15.99, RRP 19.99, (37%) 
Z133P 

ATAON 9900 dlak Players 

OFFER 11.95, RRP 1 4.95, (57%), 
Z2QBO 

BARD’S TALI 3 dlak, Electronic Arts 
OFFER 19,95. RRP 24.95 (B0%) 

Z210D 

BETTER DEAD THAN ALIEN dlak 

Elactra 

OFFER IS. 95. RRP 19.91 (7£%), 
ZT33D 

BEYOND THE ICE PALACE 4I4A Site 
OFFER 19.93 RRP 24.99, (7D%). 
22110 

BUBBLE GHOST diR . ln J ogr sme?, 
OFFER 15,95 RRP 1 9.95. [05%) 
Z2T2D 

BUOOY BOV dlak Elite 

OFFER 18.99. RRP 24 99, f92%|. 
Z234D 

CAflflMER COMMAND dlak, Rambird 
OFFER ifl.flS). RRP 24.99, (92%), 
Z134D 

FEE PLY TALE ADVENTURE dlak. 

Mfrdiagrenic 

OFFER 23, W. RRP 29.99, (76%), 
22140 

FOOTBALL MANAGER dJ tk, Addictive 
OFFER 16,99. RRP 19.99, (71%), 
Z133D 

GIGAMOU D di*k. Swiss Computer Arts 
OFFER 1 1,98. RRP 14 99 (71%) 
Z1390 

WELTER SKELTER dlak Androgenic 
OFFER 11,95. RRR 14.95, (60%), 
221 5D 

IKARI WARRIORS dlak . Elite 

OFFER 16.66. RRP 24 99, [74%). 
Z210D 

MOflTVILLE MANOR dlak, Lankhor 
OF FER 10.05, RRR 24 .95, |B0%| 
Zt37D 

PANDORA dlak FlreDIrd 

OFFER 15.99, RRP 10 09, (87%) 
Z217D 

POWERPC AY dlak. Arcana 


OFFER 11.95. RRP 14JS. f$4%| 
ZJlSf? 

SCRABBLE DE LUXE dlak Lemurs 

Genius 

OFFER 15.95, RRP 19-95, '70%) 
272 DD 

SKY CHASE ri( *k. Mfruracrt 

OFFER 15.S5, RRP 19 95 (7S%) 
Z2210 

STAN RAY disk. Logotron 

OFFER 19.95 RRP 24.95. |£0%j 
Z222D 

STARGLIOER Z disk, Rambird 
OFFER 18.85, RRP 74 95 (98%) 
Z 1410 

THE EMPIRE STRIKES BACK diak, 

Dfimark 

OFFER 15,98. RRP 19.99 (62%), 
Z2130 

THUNDERCATB dlak Bte 

OFFER 19.90 RRP 24 .99, [GB%| 
Z2230 

Tracers dlak Metkagonic 

OFFER 15.96, RRP 19.96, (74%) 
Z224D 

virus dlak. Firebird 

OFFER 15.95, RRP 19.95. (04%), 
Z235D 

ZOOM dlak. DisC-OYery Software 
OFFER 15,85 RRP 19.95. (09%) 
ZS25D 


ADVENTURES 

aOHDERZUHE Cl 20 dlak inf poem 
OFFER 15.95, HRP 19.95.1 04%), 
2056D 

CORRUPTION Amiga dlak Rambird 
OFFER 19 SS. RRP 24.95. (61 %), 
ZT130 

CEJA vu dlak. Mindscapi? 

OFFER 1 1 ,95. RRP 1 4.95. (0 1 %), 
ZQ5&D 

INTRIGUE dlak Mirroniek 

OFFER 10.44 RRP 12.08. (83%) 
£0940 

JACK THi NIPPER «au, CRL 

OFFER 7.96. RRP 9.95, (7&%), 
ZQ59C 

JACK THE NIPPER dlak CRL 

OFFER 11.6$. RRR 14.95, |7B%) 
Z0690 

JIHXTER d hak fiem&lrd 

OFFER 15,96. RRP 19.95, (83%) 
Z057D 

LEGEND OF THE SWCRD dlak. Raiiv 
bird 

Of FEH 19,95, RRP 24.95, (&7%), 
Z095D 

MIMOflOMTERuia, Abstract Con- 
cepts 

OFFER 11-9 9. RRP 14 99, (61%). 
ZQ96C 

MINDFIQmTEH dlak. Abstract Crsn- 
cepts 

OFFER 15.89, RRP 19.09. (61%). 
Z096D 

MORDOH’S GUEST ch> Melbourne 

House 

OFFER 5,75. RRP 0.65. |B3%1. 
Z097C 

QUEST FOR THE GOLDEN E OCCUR 
can. Mastenromc 

RRP 1.60. (75%), Z122C 
SHERLOCK dlak, ir tacom 

OFFER IS M, RRP 19.95. (B1 %), 
ZQ520 

3KE DROOL eat*. Top Ten Software 
OFFER 1,99, (49%}. ZM5C 

ITARCROSS dlak. ini&com 

OFFER 19,98. RRP 24.99, fS8%). 
Z09BD 

TIME AND MAG IK ui a, Level Nme 
OFFER 14.65 RRP 14.95. 160%), 
Z058C 

TIME AND MAO FK dlak. Level N me 
OFFER 15,96. RRP 19.95, (60 %J, 
ZD6BD 

TOWER of DESPAIR caaa Dames 
Workshop 

OFFER 6,40. RRP 7.95, (76%). 
Z099C 

VALKYRIE 1 T eaaa, Pam Jam Corpora- 
tion 

OFFER 5,40. RRP 7.95, (70%). 
Z114C 

WEREWOLF SIMULATOR eaaa, Top 

Tan Software 

Of PEN 1,98 (5S%).ZQS4C 

WCLFMAN can, CHI 

OFFER T.9S. RRP &.9S, (70%| 
2053C 


STRATEGY 

BAND’S TALE J - THIEF OP FATE 

dlak Electronic Arts 

OFFER 15,90. RRP 18,89 f01%) 
Z13&D 

DECISIVE BATTLES OF THE AMER- 
ICAN CIVIL WAN dlak. Electronic Arts 
OFFER 14.65. RRP 10,96, I90%| 
Z14SD 

gemstone healer am. ssi 

OFFER 15.99. RRP ig 99. |80%). 
Z1DOO 

PANZER GRENADIERS dlak, SSI 

OFFER 15.89, ARP 1199. (01 %) 
Z101D 

QUESTNOH II dlak. SS i 

OFFER 15.60V RRP 19.99, (61%), 
Zt9ZD 

WANGAME CONSTRUCTION KIT 
dlak. SSl 

OFFER 15,66, RFlP 19.99, |79% | 

21 100 

WASTELAND dlak. Electronic Ads 
OFFER 15.99, RRP 19.99, (05%) 
ZlifiO 

BUDGET 

ACE Of ACES caa a, Knot 
RRP 2,60. (05%), Z2E6C 
B ALL BLAST A can Zeppelin 
RRP 2.90 (07%), Z131C 
BATTLE SHIPS caa* Encore 
RRP 1.98, rai%|,Zl03C 
BHAIHSTONM can Suverbird 
RRP 1.98. (94%), Z104C 
BRUCE LEE can, Amencana 
RRP t.Sfl, (92%). Z105C 
BUBBLE BOBBLE can. 3- vert. ■ n 
RHP 1.99,(9S%),Z2a7C 
GAUNTLET caa*. Kbctt 
RRP 2.99. (00%). Z2?6C 
KNIGHT TIME C |» MAD 
RRP 2.90, (00%), Z106C 
KHAKOtfT eaaa Kitx 

RRP 2J0 (60%). Z229C 
H ETRDCnOSS »•>. Kbu 
RFtP 2.W. (60%), Z330C 
MISSION GENICIDE caa*. Silvers^ 
RRP 1.69. fe6%).Z331C 
POLTERGEIST can Code Maeter5 
RRP 1.69, 166%],Z1Q7C 
PROFESSIONAL SCOOTER 
SIMULATOR u», Silverbirg 
RRP 1 .06, [63%) s 2 1 Q0C 
PROFESSIONAL SNOOKER 
SIMULATOR eaaa, Cede M^slers 
RRP 1.06, (03%), Z117C 
RICOCHET can S- 

RRP 1.06, (96%), Z120C 
SABOTEUR bbbb. Encore 
RRP 1J0.(6B%),Z119C 
SANXH1H caaa, Rach.-it 
RRP 14fl.(06%),Zl1BC 
SCORPIUS can. Silvertyrtf 
RRP 1 ,60, £71%), 21 23C 
SKUBA KIDZ caaa. Siivwtiira 
RRP 1.60, [56%],Z124C 
SLIMEY'S MINE cat! S.lveibird 
RRP 2.90. 104%) Z109C 
STORM BRINGCn eat M.4JD 
RRP 2-00, f 70%). Z110C 
SUPER CUP FOOTBALL can fiatk -n 
RRP 1.06. (67%). Z232C 
TANGENT caaa. The Micro Selection 
RRP 2.06, ($1 %), ZH1C 
TAU CETl can, Mestartrcntc 
RRP 1.09.(93%), ZZ33C 
TRAZ can. Gamebustere 
RRP 2.99, (99%),Z126C 
TROJAN WARRIOR caaa Silvered 
RRP 1.99, (74%). 2l$7C 
URIENUM naiti. Rack -il 
RRJP 1,90, (79%).Z1Z0C 
WORLD GAMES can. Kooi 
RRP 2,99, (95%). Z234C 

BUDGET 

RANGE 

ORM-R FOUR GAMES iti THE E T.09 
RANGE AND PAY FOR THREE (£5-97 
PAYMENT TOTAL) -ASA VINQ OF 
E1.BSH 

ORDER FOUR GAMES tN THE £2,99 
RANGE AND PAY FOR THREE (C9-97 
PA YMENT TOTAL} -A SAVING OF 
£2,89! 

JUST FILL IN THE NAME AND PUB- 
LISHER OF THE FOUR GAMES 
REQUIRED AND THE PA YMENT 
TOTAL OF E5.97/E8-9T (DON'T USE 
THE OFFER PRICE TABLE} 


THE MEGA 
CHOICE: 

APART FROM OUR HIGHLY RECOM- 
MENDED GAMES LIST. YOU CAN 
ORDER ANY GAME RELEASED BY 
THE MAJOR SOFTWARE HOUSES TO 
DATE OH CASSETTE OR DISK. 

OUR OFFER PRICES ARE VALID FOR 
ANY FULL-PRICED GAMES AND 
INCLUDE FIRST CLASS POSTAGE 
AND PACKING - WO OTHER EXTRA 
CHARGES 

LOOK UP THE PRICE OF EACH GAME 
IN THE OFFER TABLE t ENTER THE 
OFFER PRICES ON THE ORDER 
COUPON, THEN ADO THEM UP. 
ORDERS FOR TITLES WHICH ARE NO 
LONGER IN DISTRIBUTION WILL BE 
RETURNED. 

YOU IfWU BE REGULARLY NOTIFIED 
OF ANY DELAYS CAUSED B Y LA 7E 
RELEASE!. 

SOFTWARE OFFER 
PRICE TABLE 


ARP 

OFFER 

SAVE 

4.99 

3<99 

1 00 

5.95 

4,74 

1.20 

7.95 

€.40 

1.55 

7.99 

6.44 

1.55 

8.95 

7.20 

1.75 

8 99 

7.24 

1.75 

9 95 

7.95 

2.00 

9,99 

7,99 

2.00 

11,99 

9.99 

2.00 

12.95 

10.40 

2-55 

12.99 

10.44 

2-55 

14.95 

11.95 

300 

14.99 

11.99 

3.00 

1995 

15.95 

4,00 

19.99 

15*99 

4.00 

23.00 

18.40 

4.60 

24.95 

19.95 

5.00 

28.95 

23.15 

5-80 

29.95 

23.95 

6.00 

34.95 

27.95 

7.00 


HOW TO ORDER: 


WRITE REQUIRED GAME (5) ON 
ORDER LIST, INCLUDING MEDIA 
TYPE AND ORDER CODE (WHERE 
LISTED). 

IF OFFER PRICE HOT INDI- 
CATED, CHECK IN AD OR REVIEW FOR 
CORRECT RECOMMENDED RETAK 
PRICE {RRP}, 

LOOK UP SPECIAL OFFER PRICE AND 
WRITE ON ORDER FORM, 

ADO UP TOTAL AND ENCLOSE 
CHEQUE OR POSTAL ORDER OR 
AL TERNATIVEL Y USE ACCESS/VISA 
FACILITY (DON’T FORGET TO INDI- 
CATE EXPIRY QATm 
REMEMBER 

games orders require order 

CODE OR MEDIA TYPE AND COM- 
PUTER, GARMENT ORDERS ORDER 
CODE OR GARMENT SIZE, HARD- 
WARE ORDERS ORDER CODE. 
INCOMPLETE ORDER FORMS WILL 
BE RETURNED . 

PLEASE RING t09B4 ) 3&20 mm 
DOUBTI 

PRICES VALID FOR UKfEIRE/ 

Europe only. 

FOR OVERSEAS ORDERS PLEASE 
ADO £2.00 PER ITEM FOR AIRMAIL 
DELIVERY 


DELIVERY: 

NO TALL LISTED PRODUCTS WILL 
ha re BEEN RELEASED AT PRESS 
TIME. 

GOODS WILL BE DESPATCHED AS 
SOON AS POSSIBLE. CUSTOMERS 
WILL BE INFORMED OF ANY LONG 
DELAYS 




SUBS OFFER 

Zzapping 
Cybernoids and 
Skryksis!!! 

Great Laser GunsH This must be the ultimate alien 



CYBERNOID 2, Hewson 


zappable challenge yet! Delve into the mysteries 
el the Commodore world by taking out a sub to ail 
conquering Zzap and you get a free ride through 
the alien -infested C YBERNOID 2 screens, trying to 
recover as much treasure from the destructed 
pirate ships, or guide Xamoxian-witted HAWKEYE 
through the strange and unfamiliar lands to wards 
the Skryksis 1 central base and destroy the evil 
radiation plant to save Xamox. Yes, twelve sub- 
scription issues of Zzap entitle you to a free 
CYBERNOID 2 or HAWKEYE cassette copy, which 
will provide any serious CBM 64/1 26 captain with 
an experience of a lifetime, it this won’t separate 
the men from the boys, nothing ever will . . . 



HAWKEYE, Thalamus 






BACK 


NUMBERS 


BACKISSUES*BACKISSUES*B<IS . 
BACKISSUES'BACKISSUES'EKIS . 
BA CKISSUES *BACKISSUES , B<iS, 


Ho 31 November 1B6T 

1 4B [sages' THREE Sliders' Accotods'fi 
Comrs! RPG 5 Sc-r-iJtrKsed 1 Combat Zone 1 
MiCroprcsa Faslurtf IJfcuk's Music! 


Ho 4 Aug 1144 igSB 


No 9 3*pt*mto*r 1889 


Ho ft Dvcembir 1 9-&5 


Ho 13 April 1989 

1 1 % pages' 1 >™h Sizzters • 1 $B& 2£AP 
MmdSmear Previewl Wild Sounds from ytxj 
64 ■ Date! &gdnjm AND Sound Sarmtilur 
rovkrwed 1 

Ho 13 May 1906 

1 1 & psgas! AJler Ego Gold Metis rwi 

The Daily Llama - 0&\Q\ Mrrteri 
Ir^Ocorn In1eru*?w Pan 1 1 Palace So ftwafO 
Imafvew! Mind smear CcmfessKifi' Imagine 
lr^s^ 1 flew , Irdex far ISSuosi 1 1 21 

HO 14 June 1B86 

124 pages! Spmtfizy Gold Medall S0< 
S*izter5l tfifooorn mteiview Rart 2' Steve 
Evans IrrtBrveW 

Ho 1 a July i vea 

i 24 pages' Leader Fsoerd GofcJ Medal! FOUR 
Skiers' Budge! Reviews. Etonanza 
Eunprr^'s MduSti and Cheese' More Daily 
Llama Mincer Diary CRL Prowaws' 

HO 1 9 August 1«H 

1 1 6 pages' Four Slush-s! ConiroveTsa# Mus* 
{ian's Bat Interview Vldcom ftrr Package 
Reviewed! Dgily Uartia - Minter Diary 


HO IT Boptwmbor IMA 

124 pages! Two Gold Mtodsfe! GAG! FIVE 
Surfers' The MtescaiVs tther Ball - Cotmvj- 
dore's Music Expansion System Kbweweri' 
Daily Lfefra ■ Conc'USOl d the M Inter Diary' 
Software) Cut* Specif! ZZAP, STICK! 


No taootoboriftaa 

f 1 & pages. 1 FTVE fkzztef s' Two Headers Raul* 
it IT® Chalengie 1 Greg Barney: inler.'tnved: 

Ho It Hovombov 1966 

14fl pagas' Word Games Gold Medal* FIVE 
Suzlersf Dena Four Interview 1 Z7APS I iCK! 
.John Fwtddy Irflarwawi 


Ho tO Doaambor f 969 

1 BO pages' TWO Goto Meoetal The Swllirei' 
SoukJ&dash ConslrucliOr’i Kit! FIVE SfeJtergi 
FirstMd s fabulous Wicrorftylhfri Drum Kit 
reviewed 


Ho 21 Xmn asocial 1989/67 

1 96 pages! ONE Scrzferi Denton Designs 
Re,', sited' Degod Island 5.251 RocMord'a 
Roudd'lJp 1 TfljnaraKmgbl ■ Pari 1 1 

He 22 foftfuory 1BST 

C32 pagas! CKer FfFTY Taigas of Ftevwwgl 
FrVE Sorters! KM-Lfcne PrafleT 

Ho 23 Mirth 1067 

1 16 pages' TWQSteilifsl Sensible Softrare 
mtonnowedl The AndrOv- Braybrceik Diary ■ 
Menial PV'OCrOaton Rad 1! 


No 24 April 1 AST 

1 1 6 pages' QNf Sziler! Si* Pages d Don- 
Op Reviews' 

Ho 29 May 1067 

116 pages ' TWO &22tars! Cmcisl Compilu 
tions CCKTVJansOri FanlaSUC Qi i PuyPul-Oul 
PosStrr! Impossible ftASEicn Pasl BlBSItf 1 
Index fpr Issues 13-2J J 

No 26 Juno IflBT 

100. tMS« PLUS SAMFvtH CASSETTE 1 
TWO SlTzterS'TheT-errninal Man II - Episode 
il A HlcWlkBrH Guide Co Douglas .Adams' 
Orrfc's DprtyTalol 

Host July ibb? 

1 T 6 pages! T>sREE Sizzlars! Aitadns 
Analysed! Fltlippe ■■'Viog '£; Manoeuvres. - tNn 
Begrmngl This Nintendo Consol Amerioan 
Foolball Round-Ulpr 

Ho 2fi Aufiuat iflST 

' 1 6 pages' Penn oawus.; 1 ONE Odd Mada-i 
THREE S^lara! Behinrj ige Scenes d Ihf? 
Uwg Daylights! The C 16 scrutdiSiKJi 

Ho 26 Soptombor 1 636 

1 24 pages I ONE Ggkf «eda|! Calitomia 
Games' FOUR &Z 2 «WS! Tna Sega OortSde* 1 
Raslar iMeffupts De-Mysmuiij' 

No 30 October 1667 

13? pages 1 ONE God Medail Bubtrfe Bdum 1 
three Scalers! twee aiver Metis' rh E . 
Advanced OCR Art fltydd Mb Qoueherond 
PBM The Beginning! Arcades AnalyytKi 1 
Rnd Pan pi Shoat'em Ijp History* 


Ho 32 Decootfepor 1667 

1 64 pages' THREE Odd Ktedab' THREE 
Sechersi 1 e-bit Speotf 1 Fradeacr Film 
Eitpdse 1 PCW Show Report! 


Ho 33 tmu Special t6«T/66 iJan- 
Oftry 1SS6| 

'36 pages' F'GHf SUztefs! A Day Al Iho 
Abrades! Crucial Gompleiiorns! FadUaja 
fiiam Ftisler 1 A Mijsital Irtlerlude! 

Ho 34 Fibnwy 1966 

lOFl pa^xSS! FGUR Srr/lsvs 1 Flying Tttrughl! 
RfOdlilor Pull-Qul PestOTi Arregp Acbwl 


Ha 36 March 1666 

1 16 pages! ONE Go*d Medatl ONE SiEAw' 
Vatenlme's Day Pull-Oul Postff! TTie FuJure 
O' CorrTa .1 era - Aloe* at Sci-Fr Fhtiyi! EteC 
ironic Imag,^ Dgilal Rdurm lolunwl 

Ho 36 April 1666 

f Ifl pagaa! TWO SiiZlersn 6 page Amgo 
Suppfedtenrl Wfllkef's Way - New Diary of a 
'Game series! &_rdge1 Te&| ' 

Ha 37 Mav f66& 

1 16 pages' THFf jj. S)i£lars J 16 pageZZAP 1 
TIPS MEGA- SPECIAL! MH Croucbara teak 
""' 10 iha luiuneor the StKIwane inm.stry Aniviii 
Aclipnl 




ORDER 

FORM 


I want to subscribe to 1 2 issues of ZZAPI64 and receive 
my free CYBER NOID 2 or HAWKEYE cassette. 

If I've already gota Z2AP164 subscription, end it is run- 
ning out scon l extend it for a further twefve issues - and 
sIM get my free CYBERNQID 2 or HAWKEYE cassette. 
If I em a current subscriber, but do not wish to extend 
my subscription, I can still get a CYBERNOID 2 or HAW- 
KEYE cassette for an amazing £6.95 - a special sub- 
scribers discount price. 

Please tick the appropriate box. 

□ 1 enclose £1 0*00 for a new ZZAPS64 subscription 
mainland UK 

□ I enclose £25.00 fora new Z ZAP! 64 subscription 
_ outside mainland UK — surface mail 

□ I enclose £36.00 for a new ZZAPI64 subscription 
outside Europe - Air mail 

l enclose £6*95 for the special subscriber cassette 
offer. 

I am a new subscriber 


0 


I am an existing subscriber. My subscription 
number is 


1 I I I I 1 1 


Please extend my subscription starting with issue 
No: 


I 


Please send me: 

CYBERNOID 2 cassette 
HAWKEYE cassette 

EARLY WARNING: 

If you wish your sub to commence with Issue 44, we 
must receive your coupon no later than 1 Srth October 
1983. 


The Special Software Discount Offer Prices only apply to 
recommended retail prices for software, not to already high- 
lighted, discounted special offers, hardware and other 
goodies. No other discounts may be applied. 


Please allow 28 days for your free gift. 




CODE 

ITEM 

CASS/ 

DISH 

PRICE 













































TOTAL 
SUBS TOTAL 

BACKISSUES TOTAL 
ORDER TOTAL 










MY COMPUTER IS: 

Piease use BLOCK CAPITALS 

Name ... m in 

Address 


1ACKIS 
1ACKIS 

7 ■ *-jH- 1 \ I -rSACKIS 


Moss jum i»ee 

I ■£ pages' Ofcf GokJ Mtate]' ONE 
AmgeAchGr' 1 ZZAP' toother 

Gurnttlarofi Con-,”.dnsor Msi 
Gcwcr 's To The Future Part 2 1 

tijUyul Test! 


H*» July teas 

iQfl pages' QNL Gold Medai! ONE Si2c*“ l£i 
Wnjfl Arua* supplemeni- Mt." Croucher'g 
Fulure-Of The Safi wane Indu&fryr l&jdgti 
Amg -j AcUnrr'ZZap veifej. Mtcraproel 

Ha *0 A«flu*t iese 

116 pages' TWO Gold Medas' QNE Suiter 


ihe OetniUva Guae T p Pu^la Games Mam 
moth Ccm'ifXiffutnuss Amiga Acl-CT 8afba- 
ranlh 

Ho 41 September loss 

1 56 pages! TVVQ Silzlers! PQ s 0*y TpS-*32 
pagw POKES, maps and Clieals! Me s Figure 
Ol The Spitv^c inddBUy MasstYT? EnHer TT* 

Hartequri! 

Ho « OHAh ISPS 

132 pagfs' Free I *ne Tu r infll covemiOunl 
931W 24 page PC Show suppiemenh ACMF 
'a r ge Amga supplar'neoJI R&-Rg4Base R*>un 
dup' ONE God Medal' THREE Surens! 


NORMAL BACK ISSUES tt. 20 (Incisive P&P) 

SPECIALS El 95 {Inclusive PSP) 

OVERSEAS PLEASE ADD EG. B0 TO ABOVE PRICES 
SPECIAL QUANTITY DISCOUNT; 

□fdijf any four Issues and knock 40p off the TOTAL COST 
Order any live Issues and knock 20p off EACH JTEM 


Please supply the following BACK NUMBERS (Circle required 
rtoms): 

4 S 8 12 13 14 18 16 17 18 

19 20 21 22 23 24 25 26 27 26 

29 30 31 32 33 34 36 37 38 39 

40 41 42 


Postcode 


Pleasa rtiake c ' -eques/posiar orders ostyabte lo ZZAP! n «s base to avoid send- 
ing dash Daymen ts Please DO NOT enclose AMY order with mail 10 the EDiTC 
RiAL SKfa o< the magazine as this will ras^i n DELAYS' Send your orders 10 
the address be*3w 


n 1 enclose aehequa/’p o. ior C 
l~~l I wish io pay by VISA/ACCESS iDaiate as apprognatef 
Please debit my VISA- ACCESS ACCOUNT £ 

Please charge my account No 

I 


Exf>Ty Dale 


Signature 



VISA 


SEND THIS FORM TO 

ZZAPIZZUPERSTORE, PO BOX 20, 
LUDLOW, SHROPSHIRE SY8 1DB 








a diet insteaToTtwl^'^ 1 ^ he ,0 °ked like a lean hie 

Srum*** 1 * str, py *x£°£5£??rL‘ m ' p ‘*fc*s 

truncheon, the best of l2suTiaf U !! y ^ ovandh,s dimmu- 

lotehiil make of that * 18 ,s back - "hat man “ 


gDiqw j-d 

‘^epXfH u^I 
se -»^p >| 
3DU15 s 

{ 1 36 1 4 S wind 


POWERPLAY 

Arcana 


GAMES 

ZZAPBACKED 

BEYOND THE 
FORBIDDEN FOREST 
IRIDtS ALPHA 
PARALLAX 
POWERPLAY 
SUPER CYCLE 


MW 


IRIDIS ALPHA 

Liam asoft/He w son _ 


pick y R ickie summed u p t he u nan- 
imously intellectual mood: 'the 
best Irtviagameon the market . „ . 
t\ sets a high standard which 
ot hers wri l have a hard job to beat . ’ 

This kicks sand in the face of the 
official Trivial Pursuit licence, it's 
easily the best adaptation ot the 
question -and-answer format I've 
seen, with a construction kit which 
allows you to define your own 
questions on separate files. Hav- 
ing no brain myself, t can heartily 
recommend it to bargain bucket 
freaks, 

GH 


An imaginative variation on the Tn- 
via! Pursuit theme which still pro 
vides a few hours entertainment 
for any group of trivia tans -includ- 
ing your second cousin and his 
goldfish The combination of 
boardgame elements with the 
basic quest ion-anti- answer 
l heme, enhanced by one or two 
nifty tunes, makes the whole pack- 
age a pleasure to play. 

PG 


(Gordon) The lack of a restart facil- 
ity would knock down Presenta- 
tion a tad v otherwise the rest of the 
minor ratings are line. Overall, I'd 
say it would sizzle even in these 
days of incredibly stupid ZZAPf 
reviewers. 


The ZZAP" lads, you might think - 
a dead thick lot And you'd be 
absolutely right oops 

sorry . wrung. They couldn't 
stop playing Pow&rflUiy. tor a start. 
Jazza called m 'fast, uncluttered, 
act ion- packed', Gazza confessed 
he was normally bored senseless 
by trivia games but found this one 
'highly enjoyable' and ever Eddy 


(Paul) Hookah ilify and sound are 
about right but graphics need lo 
come down just a bit. Presentation 
and Instability should come down 
about 6% as should the overall 
mark, Apart from that - same as it 
ever was 
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Wn o^6r(iFi 


I Hckfefv 


'*'3 ace. iSloi everyone will like it, 
though - if you like your shmups 
simpie, steer clear* if you like to 
think before you blast, seek out a 
copy today! 


With a wider appeal than most of 
Jeffs games. fridi$ Alpha still looks 
pretty gpod, I wouldn't say it was 
the best shoot 'em up for the Com- 
modore even but it is incredibly 
last and, once you get used to the 
U nu s ua I g a me play , very add ict ive. 
PG 

{Gordon) Everything down by 
1Q% r if only because of its lack of 
wide ap peal. 

i.Paul} Sound and hookabihty both 
down to about 70%, but graphics, 
instability, value for money and 
overall down by a lesser degree - 
say. to mid 80s. it's still a game 
well worth looking up. 


SUPER CYCLE 

US Gold/Epy* 


There aren't many mud tracks 
suited to burning rubber down in 
sleepy Ludlow so when the ZZAP' 
lads got hold of a copy of Super 
Cycle, they couldn't wail to get in 
the hot seat, Paul Sumner, the man 
with the ghoulish grin, rushed in 
first - only to come away 1 feeling a 
physical wreck’. Gaz, who’d been 
in training on Piistop ft, stopped 
just long enough to call it ’highly 
addictive and challenging' while 
Rickie, our resident np-up-the- 
road racer, got very excited about 
having a purple bike and a pink 
nnd lime green leather jacket 
Latest news from the hospital is 
that he's doing fine . . , 


thing missing. Oh - and I thought 
it was a little loo easy 

GH 

Deti n itely one of the classics of the 
64 racing scene. Although I don't , 
rate it q Li ile as highly as my all-time 
favourite racing game. Buggy Boy, 
Super Cycle ' s exhilarating sense 
of action and speed always leaves 
roe breathless. Phew 1 
PG 

(Gordon) Most of the ratings would 
get high 80s from me. 

(Paul) All the ratings down about 
5% - except for sound which 
should go down to 70%. Revving 
engines are all too common nowa- 


Everybody was impressed with 
the gruesomely gory, ghastly and 
gruelling atmosphere of the sequel 
to Forbidden Forest. Gazza Penn 
praised it as 'intense 1 and prevail- 
ing’ and waxed lyrical on the spec- 
ial effects. Paul 1 how -do-you-li ke- 
my-toupp?' Sumner called it one 
of the best games he’d every 
played and Richard Ready Eddy 
was so overwhelmed by the 
experience that it had him 
"screaming for mercy' as a 
dragonfly drained him of all his 
blood. Following an emergency 
blood transfusion at the Ludlow 
General, he made il back jusr in 
time to agree (albeit weakly) with 
the rest of the teamr 'a worthy fol- 
low- up to a classic game'. 

Talk about chunky! All right, let's 
not, Ignore the graphics, the rest 
of the game is fab. Don't play it late 
at mg hi, and don't play it alone, or 
you might find a need to stick your 
trousers in the washing machine 


A hoi candidate for rerelease, 
methinks. 

GH 

The Yorkte bar graphics (chunky) 
and the jerky parallax scrolling 
have dated a bit but the gameplay 
3£ just as compelling as it was then. 
Personally, 1 find all that blood and 
gore a bit much for my deFicate 
constitution but those blessed 
with a slightly stronger disposition 
should still find plenty to entertain, 

(Gordon) Presentation, graphics 
and hookability down by 10% 
each. The rest of the ratings are 
fine, though I’d be templed to give 
it 80% overall at a ten quid price 
tag. 

(Paul) Graphics and presentation 
(really tedious multiload) down by 
aboul 10% each, Sound, hooka- 
bility and testability down by 5% 
I'd give it about 82% overall. 

■ I Hi - 


PARALLAX 


Ocean 


up cum arcade adventure cum 
puzzle game from Sensible Soft- 
ware's cuddly Chris and jovial 
Jops. Gazza's expletives were a 
bit more controlled: “I can 

. thoroughly recommend it to any- 

>-Jeat stuff ejaculated Jaz. when one who likes a shoot 'em up with 
he clapped eyes on this shool 'em a bit more "up". Teddy Edward 


* • ’ * 1 1 1 I 1 I I I 1-JL.i ! 
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made the decision unanimous and 
summed up everybody’s 
enthusiasm: a real dream to 

watch and very exciting to play’. 

We're now talking about one of my 
favourite shoot ’em ups EVER 1 The 
graphics aren’t fantastic but the 
music is brilliant, and the puzzle 
elements round it off perfectly. Fly 
around blasting or solve the code 
required to access the next level - 
it’s all up to you. Ft puts most mod- 
ern sh oot 'em up clones to shame. 
GK 

The PamUax title tune is one of my 
favourite pieces of computer 
music - il makes me want to get 


of flavour* flooding perforations. 
The gameplay itself is just as com- 
pelling as it ever was, though it’s 
better if you put the teabag down 

PG 

(Gordon) Ail the ratings are tine, 
except for overall, which I'd top up 
to 94% 

(Paul) Presentation and hookah ii- 
ity about the same, graphics down 
about 5%, Everything else should 
go down to about 90% but not a 
si ngie percent less - stiil one of the 
most complex and atmospheric 
games around. 

ZZAP! 64 November 1 988 1 4: 


I don't know why, but 1 didn't frnd 
this all that appealing. It’s fast and 
incredibly smooth ' and addic- 
tive . . . for a while; but it lacks the 
competitive element of, say. 
Ptfstop if, and the fun of Buggy 
Boy. It's good, but there’s some- 




FOREST 


us 


Gold 








, 



with JASON GOLD 


Ever ready for new 
experience, Jason 
RELAXES with a 
| Reptiilian and watches a 
spot of Channel 4* 
Following a quick 
skirmish with some 
Crazy Bats, he gets lost 
with Perdita, races 
against time with God 
and gets himself into 
such a lather he could do 
with some music from 
DAZ: Confused? I 
suggest you consult a 
psychotherapist - but 
before you do that, read 
on* 


mantroni 


is* ask Rob Whitaker - he’s tlve on? responsible 

i'nii!ii(MH27) r ii won h a li slcn . Especial ly as s he 
w now has The Demv up ai 3&13 I 5 

v r those which features slightly more than 

! i udd y j ust the usual m usi c a n d blank 

Bats in i heir screen* 

* It r s really a While on a musical the me The 

r]3t> so keep Friuil Hour by Mad Wolf, uploaded 

as this variant hy DAZ at 3834V4 is, as the name 

is :l airly last implies, a very dimnspheric piece 

h a look in with a nice colour effect Jinked to 

n ' w h ich lias i he rn u sic. There a re a few sam pics 

jvvirling sprite hut they don't drown nut the 

music and work well with ihe rest 
iLlmie toffll of ihe tune. 

UK and tlie Finally, God has another piece 

1 st be i hr we by of art in his d t rectory at 103 02 9 . 

2 The Race Against . is probably a 

r i. grea tin look 1 oadi ng screen for t he Code 

| i h ics a nd 1 1 us Masters gam c a It ho u gh t here a re 

often alternative' versions nt 
been loading screens 


uploading onto 
the' net , Tl i ere sa pj ece o I su I table 
nit] sic to accompany the picture 
and some u n usua I use of colon r: it 
makes 5 his picture a cut above the 
rest . 
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AMSTRAD CPC 


A Fa;r Punch 


BBC MICRO 


COMMODORE 64 


SPECTRUM 


r rri i 




Ttie Ref Sees a Fog I Move 


Opponents Facing Up 


A Foul Move 


BECOME THE WORLD CHAMPION - BY FAII 

, A realistic boxing simulation. Ybu con even cheat 

^Jdu re- behind on points and time is running out. the ref looks half asleep Vau ve won but i 

A qui ck head but! and a sty punch be low the bell and your opponent is k nows more d Irty 

*£P',! 0v ? r :. B u f Q 5 h9 ta I Is. h is knee strikes you a para lysi n g blow. respon ses an Jd 

Foul shouts the crowd, and your opponent Is d Isquollf led. World Cha mpi or 


fair and foul moves 

Head Punch 
Body Blow 
Upper Cui 
Duck Purvch 


COM MODOBt 64- 126 * SPECTRUM * AMStftAD CPC 464,6646136 
BSC MICRO B'B+,'MASrER.'M4StER COMPACT * ACORN €L£Ct&ON 
Cassette: E7.95 Spectrum 

Cassette: £9,95 C64, Amstrad, BBC, Electron 

SV* Disc: £11.95 C64 BSC 

3Vi" Disc: £12.95 Spectrum 

3Vz' Disc £14.95 Amslrad, SBC Master rjimnnnt 


Head &uM 
Knee 

Groin Punch 
Kick 


Fair 

Moves 


Foul 

Moves 


OUfiOUAftANTil 

* Ail malt orders due deiodthed 
within 24 houn by llrat-clma pest 

» PoEiage cmd packing Is tr&e 

* Faulty cowettes and (JiiCt will be 
renlorad rnunediatety, 

iTWi nan -viiqitari -a. junjtrv riphqi 


P’uciifl make ail 
chpr, yi>| p^YOlbSP 

ig "Sugenar 
£511*01* LltT 


34 HOUP TELEPHONE 
ANSWERING. SERVICE FOR ORDERS 


Dtfp£ BFA Regent Hoy ie, Skinner Lane* Ltedi L$7 1AX, Tete phone- [OWa] 4SM53 


Unwed 





THE ZZAP! READERS CHARTS 



GAMES TOP 2 

0 

1 (1) BUBBLE BOBBLE 

Firebird 

2 (3) IMPOSSIBLE MISSION It 

US Gold! E pyx 

3 (2) BUGGY BOY 


Elite 

4 (NE) CALIFORNIA GAMES 

Epyx 

5 (9) BIONIC COMMANDO 

GO! 

6 (4) THE GREAT GIANNA SISTERS GO! 

1 { 6 ) PROJECT STEALTH FIGHTER MicroPros? 

8 (11) PLATOON 


Ocean 

9 (IQ) THE LAST NINJA 

System 3 

10 (7) IKAR1 WARIORS 

Elite 

11 (5) SHOOT + EM UP CON STRUG. KIT Outlaw 

12 (8) TARGET RENEGADE 

Imagine 

13 (NE) WORLD CLASS LEADERBOARD US Gold 

14 (14) IO 


Firebird 

15 (13) HAWKEYE 


Thalamus 

16 (18) PAOLAND 


Grandslam 

17 (16) HUNTER S MOON 

Thalamus 

18 (15) DEFENDER OF THE CROWN Mimmoft 

19 (19) SKATE OR DIE 

Electronic Am 

20 (12) CYBERNOID 


H et vs on 

MUSIC TOP 11 

\ 

1 (2) DELTA 


Rob Hubbard 

2 (!) SKATE OR DIE 

Rob Hubbard 

3 (3) WIZBALL 

Martin Galway 

4 (10) ARCADE CLASSICS 

Rob Hubbard 

5 (4) PARALLAX 

M arrin GaZiUJay 

6 (8) TETRIS 


Hagar 

7 (7) BMXKIDZ 


Rob Hubbard 

8 (?) LBALL 


Rob Hubbard 

9 (NE) INTER NATk 

KARATE* Rob Hubbard 

10 (6) COMBAT SCHOOL 

Martin Galway 

COIN-OP TOP 10 

1 (3) DOUBLE DRAGON 

Taito 

2 (4) AFTERBURNER 

Sega 

3 (NE) OPERATION WOLF 

Taito 

4 (9) ROAD BLASTERS 

Alan 

5 (1) VULCAN VENTURE 

Kmami 

6 (2) BLASTEROIDS 

Alan 

7 (6) BUBBLE BOBBLE 

Taito 

8 (8) PACKMAN IA 


Atari 

9 (?) ft-TYPE 


Item 

10 (5) CONTINENTAL CIRCUS 

Taito 

VIDEO TOP 1( 

) . ' 


I (RE) ALIENS 

1 (9) BEVERLY HILLS COP II 

3 (2) ROXANNE 

4 (I) BLADE RUNNER 

5 (6) PLATOON 

6 (5) HELLRAISER 

7 (RE) FERRIS BUELLER 5 DAY OFF 

8 (4) THE FLY 

9 (3) RADIO DAYS 

10 (10) CROCODILE DUNDEE 





+ Your chance to win a fabulous 
v. Kawasaki KDX200 in our 
# ‘Mad Scramble’ Competition 

J See the bike at the PCW Show. 

Fat dc tails of the competition see the itday card. 


IB Impossible Mission II the 1/ 

jKr g re h lr n °f Elvin Atombender fm! 

*BkBSW| H AMSTRAD £9,99 tape Jfl 

£14.99 disk y 7 

•: %f 111 1 SPECTRUM £8.99 tape W* 

fW?y r ilH ATARI ST £19-99 disk 

1 ■ ;«P IBM PC £24.99 did. 

tfpHHar ■ If \ 

CBM64/128 & AMSTRAD SPECTRUM AMIGA 
£9.99 ,ape £14.99 ^ £8.99 *» £24.99 dis 

U.S, Gold Ltd., Units 2/3 Holford Way, Holford. Birmingham B6 7 AX. Tt 






TOTAL BACKUP POWER] 


Plow ACTION REPLA 


I' 


NOW EVEN MORE POWERFUL, MORE FRIENDLY AND WIL 


o 


O Q f Action Replay works by taking a ‘SNAPSHOT' of the 
program in memory so it doesn’t matter how the nmc 


program in memory so it doesn’t matter how the program 
was loaded - from tape or disk - at normal or turbo speed 

WARP 25 . THE WORLD’S FASTEST SERIAL DISK TVRBO- NOW EVEN FASTER! LOADS 
200 BLOCKS IN 6 SECONDS! 240 BLOCKS INJ SECONDS! * ™ ™ SSS. 

the cartridge - no estra hardware or software required Includes supercast, warpsave, scratch, fjlecopy convert. Integrated: with normal disk turbo 
lorMper compatibility - auto detects warp or normal forms! so nospeci.it load commands are required, Turbo snd Warp 25 speed are entirulv 
independent of the cartridge with SUPERBOOT, 7 P P cntirery 


SIMPLE TO USE: Just press the button and make a complete backup - tape to disk, tape to tape disc to tabe disk t* 

THE PROCESS IS AUTOMATIC - JUST GIVE THE BACKUP A NAME, * * ^ 


TURBO RELOAD. All backups will reload at turbo speed, COMPLETELY INDEPENDENTLY OF THE CARTRIDGE 

SPRITE KILLER. Make yourself invincible. Disable sprite collisions - works with many 
programs. 


pf TER PUMP Freeze any game and print out the screen. 
Eg. loading picture, high score screen etc. Works with most printers. 
MPS 801, 803, Star, Epson etc, Double size?, IS shades, 
reverse print option. Very versatile - 
no user knowledge required. 


PICTURE SAVE. Save any Hires 
multicolour screen to disk at the push 
of a button. Compatible with Blazing 
Paddles, Koala, Artist 64, Image 
System etc. 


SPRITE MONITOR. Unique 
Sprite monitors allows you to freeze the 
action and view all the sprites, watch the 
sprite animation, save or delete any sprite. 
Load sprites from one game into another io 
make customised programs. 




POKES, C HEAT MODE. Press the button and enter those 
pokes for extra lives etc,, then restart the program or make a backup. 
Ideal for custom games. 


- WHAT THE 

REVIEWERS SAID 

■"'I'm irtiinnrd, Amazed 
W totally impxewMtTfus as 
eumly the bt&t ” cn * r 

cartridge- Tfic caifridg* ^ 
Commodore DiskUs^ 


PrlULTIS i AGE 1 RANSFER, Even transfers multistage programs from tape to 
disk. 1 he extra parts fast load - a unique feature Enhancement disk available for non 
standard multi-loaders (see below}. 


CiMPACTOf Ultra efficient program compaction techniques. Each program saved 
Single file, 3 programs per disk side - 6 programs per disk, if you use both aides 


TEKT MODIFY* Change title screens, high Score screens etc. Put your own name into a g*me then restart it or 
make a backup to (ape or disk. Very simple to uss. 



r “ l | fea, “ te 'TO* MACHINE CODE MONITOR. All Handed fcttm, plus m.i»y more:- u «MUt. di MSSC n.bU. 

nex dump, interpret, transfer, compare, fill, hunt, number conversion, bank switching, relocate, load save etc 
Uses no memory. Full printer support. 


DISH MONITOR* A special monitor for n$e on the RAM inside youi disk drive. All the usual commands - a useful hacking tool, 
WHOLE DISH COPY. Copy a full unprotected disk in under two minutes with only one drive, 

FAST FI X COPY. Works with standard and Warp 25 files of up to 249 blocks. Converts formats to and from Warp 25, 

FAST FORMAT* Under 20 seconds. 


OLD uuram ktob 0 Sir ° £ T '°™' a " ds Uc,Bdl “B : ftOTO LINE NUMBERING, DELETE. MERGE, APPEND, 

memory E5 ^ VE * ^ paw * TERLISTEIt “ Il£l an Y program (including directory) directly from disk to printer or screen without corrupting 


REDEFINED FUNCTION KEYS. Single stroke commands for 
operation of many common commands including: LOAD, SAVE. DIR. 
Load from directory - no need io type in filename. 


ACTION REPLAY ENHANCEMENT DISK 


TAPE i U ROD. Designed to make turbo load’save for your 
programs. No screen blanking during loading. 


aU features are built in and 
available at the touch of a key. All features work 
with both TAPE and DISK. (Except multipart 
transfer & disk file utility)* 


The biggest and best collection of special parameters and 
file copy programs for transferring non-standard multi-toad 
tapes to disk games tike LAST NINJA, CALIFORNIA 
GAMES, LEADERBOARD, DRAGOITS LAIR - SEVENTY 
lilies in ail, Almost ail major titles coveted. Latest edition 
includes COMBAT SCHOOL, PLATOON, PREDATOR, 
GAUNTLET II, TESTDRI VE, SKATE OR DIE. APOLLO 18, 

1 H E TRAIN and many more Cheats for infinite time, lives etc 
The GRAPHIC SLIDESHOW latest edition displays 
mulLcolour pictures or loading screens saved by Action 
Replay or any major Art Package Bkzinq Paddles, Koala, 
Advanced Art Studio, Artist 64 etc Lots of fun. 
kPnly £7,99 Upgrades send £3.00 plus old disk 


? TAKES A QUANTUM LEAP 





Wan 
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BUT THATS NOT ALL ...NOW AVAILABLE FOR THE SERIOUS PROGRAM HACKER 

ACTION REPLAY IV -PROFESSIONAL’ 

• All the features of the norma] Action Replay IV but with an amazing on board LSI LOGIC PROCESSING CHIP 
Plus 32K operating system ROM and 8K RAM CHIP. The first RAM/ROM based cartridge of its type! 


1 

n /V 


ALL THE MK IV FEATURES PLUS ... 

FULLY INTEGRATED OPERATION. 

The MK IV "Professional' has all The features ot the MK IV plus 
an oji board custom LSI LOGIC PROCESSING CHIP that 
integrates Ihe whole range ot utilities and makes them 
available at The press of a button a] any tune. 
EXTENDED MONITOR. 

The 'Professional’ has an extra powerful machine 
code monitor. Because it has both ROM and Ram 
at its disposal the Professional can freeze any 
program and then examine The WHOLE OF 
COMPUTER MEMORY in the frozen state including 
screen RAM. ZERO PAGE and STACK. 

Full feature disassembly, compare, fill, transfer, hunt, 
relocate, jump etc, eic, In fact all the features of the besi 
fully blown morn! or available. Return lo the frozen 
program al (he press of a key at ihe point 
you left it! An absolute musi lor the progra m 
hac ker - or e ven the programmer who needs 
Mfr to de-bug Ms program. 

INTELLIGENT HARDWARE 

The Professional hardware ts unmatched 
anywhere in the world today. The special logic 
processing chip can cope wtih protection methods 
as they appear by reacting to its environment 

RAM LOADER 

In addition to Warp 25, the AK4 Professional now has 
RAM LQALCR, Making use of its onboard SK Ram the 
Professional can also load commercial disks duecity 
at up to £5 times normal speed. Remember I Ms. feature 
is in addition lo AR4’s unique Warp 25 feature that 
reloads all backups at 35 times speed 


(tfSS* 


UPGRADE INFORMATION 

MK HI TO Jfflt IV. Just lead £9 .39 and we will send yon the new JVtK IV 
Chip lo plug Into your cartridge. Fitting is very easy 
TOt III TO IKK IV 4 PROFESSION**/ . Send your old cartridge plu a 1 19, g$ 
and wfr will sond yon a now Fro fessi o nil PsTK IV. 

MX 2 Action Replay ownsis c*n got £10 ae pari exchange aganuyt onher the 
MK TV of Professional Send old cartridge plus balance 


°%£ 34 *Qq 

P ° SI'ERee'* 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOWTO ORDER ... 


BY PHONE 


07B2 744707 
34 hr CmUl Cud Lum 


BY POST 


Send cbevut^PO'i rwidt 

piTiila lo P»tei EUel i an tea' 


UK ORDERS POST ERIE 

EUROPE OVERSEAS 

ADD £1 00 ADD S3 


run U7S2 JM292 


PERFORMANCE PROMISE 

Action Replay will backup ahy program that any other cartridge can backup 
■ ami moral It also has an unmatched range ot onboard features. Before you 
buy check -ant COmpeuiorn ad s SO &ee whai they olfer and see how many oi 
Lhe Action Replay MK IV features are either not there or have So be loaded 
From Supergsate chska SEC, When you buy Action Replay ifynutlon't find dm 
la be True then lehim It Withm [4 days tot a lull refund;. 


DAicL 

LEcnomo 


DATEtr ELECTRONICS LTD, FENTON INDUSTRIAL ESTATE, 
GOV AM ROAD, FENTON. STOKE-ON-TRENT, ENGLAND 


SALES ONLY 

0732 744107 


TECHNICAL ONLY 

0782 744324 


<LX> 


THE IXr iRT 


BACKUP CARTRIDGE 


Most Advanced backup cartridge In 
the world. 

Unlike all other backup systems the 
expert uses Ram, therefore the backup 
software loads Into the cartridge, 
because o f this the Expert Is always on 
top of the latest protection methods. 
Comes with the latest 3.2R software * 
Undetectable by software! 

Backs up ALL your games! 

BACKING UI*: No matte* now the game was 
loaded, it writ copy from tapefrape. tapetoisk., 
disktoisk, disk/tape All backups saved <n one single 
file Cartr idge? not needed for reloading 
COMPACTOR: Save minimum 3 games per disk 
side. The expert compacts games making [hem 
smaller in length thus enabling faster reload & more 
games on disk or tapei 

FAST LOADERS: Disk fastloader ' BOOT" uses no 
disk spacel Loads backups In average 25 seconds 
Tape backups reloading takes less than 2 minsl 
ROCKET LOADER: Fastest disk loader available 
Loads backups in an average 6 SECONDS That* at 
least 25 Qmes fasterl 

MACHINE CODE MONITOR: Best machine code 
monitor available. Intelligent hardware hides the 
monitor making it invisible & impossible to detect. 
Use it to learn machine code, a hackers dream due 
to it revealing any part of memory includes all usual 
monitor commands & morel Add poke/Cheats from 
magazines 

PRINTOUT Print out your machine code listings or 
even your favourite hires or mutthioiour screens 
Uforks on all CAM compatible printers 
SPRITE EDITOR & CUSTOMISE!?; Change ail the 
sprites m a game, customise them with the free 
easy to use sprue editor. 

EXP ERT EXPRESS: Turns the £ Xpert into a 
dedicated fast loading cartridge it even loads 
programs over 200 blocks. 

CHEAP UPGRADES: tou’ll never need to send 
the expert back Rival products must be sent away 
for upgrading often costing as much as the product 
itself With the expert watch our advert for the 
latest software version & send off £3 99 for the disk 
or tape & instructions! 

RAVE REVIEWS: Don't jusi take our word for it 

"The expert rs the best posable buy" (tour CBM 
Aug'BSJ 

"Highly recommended' 1 | CO. JUNE Sfli 
'The expert cannot be beaten” jYbur CBM Auq'88| 
COMPATIBLE: WbrkS on ALL 64 r s. 120's & all 
CBM type disk driwestoataseftes 
OTHER FEATURES: Integral reset cartridge, auto 
infinare lives finder, auto-fire enabler. Joystick port 
swapper, fast disk formatters. Hrres screen dispiayer, 
Easifreeze etc! 

The expert speaks for itself even proven by reviews 
to better Action Replay Mk.4| Try it out you won't 
be djssapoimed. 

Please specify dr$k or tape when ordering 

onhrgZP 


64 DOCTOR 

Professional diagnostic cartridge for 
the 64/64C. 

Simply plugs Into computer . 

Vbry easy to use. No user knowledge 
required. 

Rlgourous tests Identifies & shows up 
all faults, 

Visually test keyboard. Joystick port, 

serial port , cassette port all chips 
and morel 

Complete with Instructions- No more 
to buy t 

A must for any 64 owner. 

o <*** 



Stops many loading problems arising. 

Works on all CBM type datasettes and 
all €64, 64C r 128 computers* 
Aligns datasettes to Industry 
standards. 

Hundreds sold Why? This is the best for its price so 
forget more expensive imitators 
This kit enables accurate alignment to industry 
standards by using the digital alignment tape, 

Now Includes special high speed loading program 
which makes sure you've aligned your heads" 
correctly and still tape Includes free head cleaner 
screwdriver & comprehensive instructions 
if demagnetizer & solution is also required add 12 



UNSTOPPABLE RESET 
CARTRIDGE Mk2 


100% guaranteed to reset EVERY 64 
game even those not yet available I 
Fits Into cartridge port. 

New circuitry makes It IMPOSSIBLE to 
detect defeating ALL protection 
methods. 

Protected against damaging your 
computer f unlike others!}. 

Works on all C64, 64C 128. 
Quite simply the best ava/lble and 
comes with Instructions. 

Add pokes, cheats etc from 64 mags * 


Owners of unstoppable Reset cartridge send 
cartridge pfos £2 for new version 


omy 



* « BARGAIN BOX * * * 


100% CBM 64 compatible datasetie £23.99 

(Repairable C64/64C power supply £23.99 

2 way aer»ai splitters £1.99 

Competition pro 5000 joystick £t 2 .99 


PROTECTIVE 
DUST COVERS 

Smart top quality computer covers . 
Protect your computer from dust 
& grime. 

Coated with anti- static Inhibitor. 
Fully tear proof water resistant, 
washable, Ironabte & will never crack 
fade or shrinki 


DUST COVER PRICESe 


CBM 64 

£5.99 

Amiga A2000 

£14.99 

CBM 64C 

£5.99 

Atari 520stfm 

£9.99 

CBM +4 

£6.99 

Atari SZOstrn 

£9.99 

CBM 12B 

£8.99 

Atari 520st colour Ell. 99 

CBM 128D . . 

£9.99 

Atari I040st 

£1499 

C2N Datasetie 

£4.99 

1901 

£9.99 

Datasette 

£4,99 

1004 

£9,99 

1541 

£7.99 

1701 

£9,99 

1570 

£7.99 

MFS 001 

£7,99 

15 7f 

£®.99 

MPS 803 

£7,99 

Amiga A5O0 

£9.99 

GP 100 

£7,99 

Amiga A 1000 

£10.99 

Star LC10 

£7,99 


M DISK DRIVE DOCTOR 

Reveals mechanical faults, 
Corrects alignment, back-stop & motor 
speed settings. 

Checks head movement for wear & 
friction. 

Cures disk drive loading problems. 

The full kit comprises of master program on tape 
digital diagnosis disk, screwdriver & instructions. 
Please specify 1541. IS4lcor I $70 when ordering 

oni>§T§^ 



TAPE/TAPE 
BACKUP BOARD 



The ultimate tape duplicator. 

No controlling software needed, 
Backs up ALL tape games, even multi- tox 
Copies programs whilst loading them 
IMPOSSIBLE to detect. Defeats all 
protection methods! 

Works on 64, 64C, 128 , VIC 20 r PET. 
Requires access to two CBM type 
datasettes. 100% successful. 

V^ry easy to use, press play on one datasettes & 
play 4 record on the second datasette Digital 
circuitry reshapes the program producing as good 
as if not a better copy than the original Backs up 
every known game avaifabe Now 
best product of its type 


as the 
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Payment SKrtta crty ptease 
FteiUlfle chjrte f i no- starec 
furtjf s- £? 00 0u6ntf? Europe 13 00 
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1W (0274| 734678 lines open ’-am 6pm Monday to Fridayoniy Dealer qovi and school orders welcome 







PREVIEW 


COMING S 
MONITOR 


Rjght then! This month in Coming 
Soon To A Commodore Near You 
(or ordi n ary TV if you ha ven r t got 3 
monitor, or even an out-of-ttie- 
grdinary TV if that’s the kind of 
person you are) we have some 
games! Ha ! We bet that ca me as a 
shock! Anyway enough of this 
irrelevant rubbish - on with the 
previews ,f . 

If y ou ' ve paid a vis it to your loca I 
arcade recently, you’ll probably 
have noticed a strange tooking 
thing with a chair perched at the 
top; some of you may have even 
played it , but for those th at haven L t 
got a clue what we're talking 
about, if s a helicopter flying game 
called Thunderbfade - and US 
Gold have purchased the rights 
from Sega to convert it to the 64 . 
The game commences with a 
vertically scrolling section, 
requiring you* to fly along and blast 
enemy targets, giving you a 
chance to get to grrps with the 
controls. 

Next, the view changes to a 3D 
first-person perspective, keeping 


the vicious enemies, but adding 
scenery for you to dodge, thus 
complicating things slightly. Chris 
Butler ts undertaking the 


conversion, so let's hope the 
action improves upon his last 3D 
effort, Space Harrier. Well, you'll 
get a chance to find out pretty 

W Corf US Gold's Thumi^rttfada in ih# raw, Plenty more changes in 
the bag before we get the finished copy, though. 


soon . r . [hint, hint) - you lucky, 
lucky people! By the way, there's a 
chair on the top because it’s 
supposed to be like flying a 
helicopter, but that might be a bit 
obvious . . , or maybe not. 

Next . , , t 

Here we are at last! News of 
Sen sib le Software 1 s soccer game ! 
Wooh! Hey! Wow! {Humungous 
applause all round j. Taking an 
overhead view of the game of 
football, Sensisoft have added 
foad$ of extra stuff to- the game. 
For a kick-off (sic), you can play In 
an International competition, with 
seeding levels for the teams, so 
picking Brazil to be your team 






COMMODORE 
64/VIC POWER 
SUPPLY UNIT 


Developed by us-ls Vs size of 
ecnventiorui power supplies 
JUSt £29.00 *£1.75 p+p 


ODD ; 


C C 

c o 


•AROUND ONE HOUR 
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telephone 

04574 66555 
04574 67761 
04574 69499 


^ ..NEED YOUR COMPUTER REPAIRED FAST? 

SS&JSn FED UP OF WAITING WEEKS FOR YOUR COMPUTER 
SffSsSSa TO ARRIVE? 


■THEN WAIT no lo nc E R send your comp uter to us for fa st r epa I rs ! 
We offer a fun repair serv ice on all these m akes-Cb m modo re 1 2B 
Commodore 16. Commodore Plus 4 vie 20 
we also have spare parts available by mail order 
WE PON T JUST REPAIR YOUR COMMODORE M-we Check 
loading, sound, memory, in fact fully overhaul your computer 
for only £35,00- which includes Vat oostage + packing 
insurance, parts and labour, no hidden extras, aii other 
models please call us for a quote on the numbers below 
HOW TO SEND YOUR COMPUTER 

just pack your computer, including power supply, in suitable 
packag i n g an a sen d it to the addres s below, encios I ng your cheq ue 
to the value of £35 OCvyou can also pay by ACCESS/flAftCLAYCARO 


F Cl 

k. 


Send your computer now to- 
Videovault Ltd, Old Kingsmoor School, 

Railway Street, Hadfieid, Cheshire 5 kv\ 3 aa, , ■ 

Telephone: 04574 mmmvmt Head Officer Credit Card orders, queries. 


K 


g’JITHE VIDEOVAULT 


catal ocu^ 

no o v* ^ Manchester 061-236 0576 w h lie yo u wa It re pai rs & s pa re s ce ntre o n ly . 


EDITION HOT OFF THE PRESS 

New bigger cita^gue nowftaHabie 
cent atnlng cuflf J MO items Incudmq software 
Per all co-mputei^. joysticks, spare sun* 
□ustfisss sofTi^e Ptreks, plus many more 
Mt SxiSp lumps for your free copy 

(?v§r 35 fyil of fop quality products 
dellrtr^cf T-0 VOur floor cy return post. 


c Copyright Videovault Ltd NO.7B6092 


WE NOW HAVE FAX: <0» 4574 68946 
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PREVIEW 


A Sensaoccflf's TV-atyle action replay lata every o no laugh at your 
worst moves - all over again 


automatically means that the other 
teams aren't as good as you. 
Clever, eh? Also available is the 
chance to play in a full World Cup 
Tournament, allowing up to 1 6 
human players to take part, as well 
as a two player friendly option, so 
any two players from a bank of 
names can have a game. Extra 


Meff-Ed. Oh, alright), comes a 
pinball simulation entitled Arcade 
Wizzard. The action takes place 
across a series of tables {pinball 
tables that is), each of which can 
only be played when a certain 
qualifying score has been 
reached. Play starts on table one. 
and if 10,000 is reached, then you 


my * - round tfrtsr tmrcHES ■ 

W-jstrrmu**- 1 


A < (giggle, giggle] e dead serious soccer slm {hrmph, giggle, 
giggle) - honest 


be, hut then again it might not, on 
the other hand (took - for the ia$t 
time, SHUTUPMAFF!}. OK, then. 
Well, anyway, the last game for 
preview is from Novagen, home 
label to such games as Encounter. 


part in battles, so . . . oh, never 
mind), However, there are various 
nasty creatures also on the island 
who, for some reason, don 't want 
you to survive. Cruel, eh? This 
could bean interesting chance to 


* us uoia s flrwffe Wizzard - a strong contender for this year's 
most garish graphics award? 

Backlash and the classic 


Mercenary. The new game is in a 
completely different style from the 
usual Novagen format, being a 
break from the first person 
perspective games for which 
they r re better known. Instead, 
whal we have here is a fnrred 


see how Novagen cope outside 
the first -person, 3D environment, 
Let’s hope it lives up to their 
perspective games. 

Well, that's it for this month's 
previews. Now if this was the 
cinema, this would be the point 

whers I would rush ru it frsr 
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perspective arcade adventure set 
on an Island, featuring search and 
survival tactics. In other words, 
battles. For this reason the game 
is called BstttB island. (You see 
you "re on an island and you take 


cream H but this isn’t t he cinema, so 
I won't get an ice-cream. Well . , „ 
maybe a small one. Anyone got 
3Qp to I en d me? No? Oh, wel I . suit 
yourself . . . 


T Aarght Kwp away from those flying blobs - you'll be sorry H you 
don't , , * 


mu l i ntm? 

/JWALXJV/y 

TMX0/RM 

\JT*r 


A NovageiVs Batlfo fsiancf depleting life on the ocean waves 
life next to them anyway 


-well, 


presentation points appear in the 
form of banana shots and even 
rain-storms which make the pitch 
slippery And, as if that wasn 't 
enough , the generous so-and - sos 
have included six-a-side indoor 
soccer at no extra cost! Good , eh ? 
Well, we think so, as opinion 
amongst the members of the 
Z2AP! office is that Micro Soccer 
(as it is now called) is ‘dead great 1 . 
But, the bad news is that no 
release details are known os yet, 
so well just have to wait it out 
{bod). 

Also from US Gold (' also' 
because we've already told you 
about Thunder blede- can't you 
remember back that far? Shut up. 


can play table two, then table three 
and soon, in the vers ion that we've 
seen, there are a few strange 
guirks, such as, an old piece of 
music and an.., er . . , 1 unusual 1 
control method (well I think it's 
very unusual. Some of the 
graphics on the preview version 
are rather hard on the eyes, but 
we‘11 have to wait for the finished 
product until we know for sure 
what t he game is going to be like - 
so keep your eyes peeled (don't 
you think that sounds rather 
disgusting? Well I do. In fact I've 
always thought it's a bit odd, right 
from . . . {Startup Mafft> Ob, 
alright). 

Last, but not least, well it might 
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MOTIONS 


APPEARING AT A NEWSAGENT NEAR YOU FOR 30 DAYS' 

CAN IT BE TRUE? ANOTHER COVER- 
MOUNTED CASSETTE? 


I I I 


Ate we tempting fate or what? Weti t sorry , but we’re 
just too mad to care t and on the cover of the Yuletide 
ZZAPt there wiit be part of a mystery game that wifi be 
making big news in the festive season , 


CHRISTMAS HARDWARE 
GUIDE 



AND IN SUPPORT . . . 

THAT WAS THE 


Looking for hardware goodies in your Christmas stocking? ZZAP! 
provides a run down on what's available and what you should be 
asking for. 

20 ALL-TIME COMPUTER 
WONDERS AND BLUNDERS 

We look up the classics and eternal bummers which have graced the 
Commodore scene since time immemorial. 

THE ZZAP! DEFINITIVE TIPS 
INDEX 

No more vague searching for that POKE you can’t quite place - this 
bumper section will tell you just where to find 44 Issues ' worth of Tips. 

EVERYTHING YOU EVER 
WANTED TO KNOW ABOUT 
THE ZZAP! TEAM! 


YEAR THAT WAS 

The ZZAP! team conduct a retrospective roundup, 
looking at what made 1983 the terrific year it was. Or 
not. 

THE SCORELORD GOES 
FOR WORLD DOMINATION 

Drugged with the Christmas spirit, Mr L decides to oft two ZZAP Mac- 
kiesagainst teams from CRASH and THE GAMES MACHINE in a to- 
the-death tournament of joystick Jousting. Not for those with weak 
stomachs, nervous complaints or anyone who carries ferrets in his 
pockets, 


Who are the people behind those silly heads? What are 
they doing here? What has John Noakes gottodo with alf 
this? The truth is out next issue. 

AND OUR REGULAR 
PERFORMERS . . . 

CHUCK VOMITS CHRISTMAS PARTY, PC’S TIPS MORE 
CH R ISTM AS-C R AG Kl N G COMPETITIONS THAN FATHER 
CHRISTMAS COULD FIT IN HIS SACK AND, NATCH A WHOLE 
STEAMING STOCKPILE OF RAUNCHY REVIEWS TO RfDE 
REINDEER TO. 


WHAT? YOU WANT MORE? WELL, YOU’RE GONNA GET IT IN THE 
ZZAP! CHRISTMAS SPECIAL - OVER 200 PAGES, WHICH WILL BE 
ADORNING YOUR NEWSAGENT’S SHELF FROM NOVEMBER 10TH 
AND IT CAN ALL BE YOURS FOR ONLY £1.95! FLIPPIN’ HECK YOU 
CAN TELL IT’S CHRISTMAS, CANT YOU? 
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An ancient tale from ancient China m land of mystery and intrigue, birthplace 
of martiat arts disciplines. Ruthless Ryu Ken Oh is laying waste the 
countryside, enslaving children as brainwashed footsoldlers in his army of 
barbarians, it is you, Lee Wong -supreme student of the Oh Rln Temple 
that has been selected to put a stop to this savagery. 

Your mission Is beset by countless enemies - Hying 
ninja, warriors, awesome dragons . acrobatic 
sumo wrestlers, giants and pikemen, to 
name but a few. Your Journey through 
endless levels is hampered by 
hidden dangers, the rolling stones 
being but one. You'll need all 
your martial arts training 
and skill with the spear ; 
chains and slckie and special 
snake weapon to seek our, 
let alone defeat Ryu Ken Oh. 

And if you attain the final confrontation then 
pause and replenish your karma in preparation for 
a furious and bloody battle with the scourge 
of the Orient 
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